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NEWS FROM THE PCW SHOW 

The full story on the year's biggest week - the hardware, the history, an 
Electronic Arts interview, a roundup of the season's promised games and 
more 

THE 3-D STORY 

Kicking off a 16-page 3-D section: games and graphics in the third 
dimension, plus Freescape details 



THE CRASH HISTORY 

Lloyd Msngram takes the CHASH story Into 1985 with 12 Oti Frey covers 

114 GRAPHICS AND SOUND SPECIALISTS 

Interviews with the men behind the sprites and sound 

142 THE CRASH CHALLENGE 

WiWe Dunn loses Zynaps 

1SO FANZINE FILE 

The best of the Spectrum rags -and a few of the others, too 

REGULARS 
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EDITORIAL 

What's happening with the +3? 

LLOYD MANGRAM'S FORUM 

CRASH hates fanzines, says a reader. Oh no it doesn't, says Lloyd. 

NICK ROBERTS'S PLAYING TIPS 

Exoton, PamadfomeamiMutants mapped - plus lots of PGKEs POKEd 

CRASH READERS' CHARTS - IN 3-D 

BRENDON KAVANAGH'S PBM MAILBOX 

- IN 3-D 

New games and a special Chronicles Of The Knights OtAvaton comp - win 
a casBe with Jade Games! 

PHILIPPA IRVING'S FRONTLINE 

Philippa enters the Arena - ptus Briefing tips 
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97 TECH NICHE 

Simon M Goodwin with Tech Tips, tape tweaks and all the electrickery , plus 
Jon Bates on Mus* Machine software 

160 CRASH COMMS 

Paul Evans continues ho column with the secrets of the VTX5000 modem 

103 BREWSTER'S ADVENTURE TRAIL-IN3-D 

Nothing stumps Derek in a full month of reviews, tips and letters 

145 COMPETITION WINNERS 

146 THE CLASSIFIEDS 

152 ON THE SCREEN 

Those screen dumps en full 

156 PREVIEWS 

Rampage, Star Wars and KnlgMmare - licences to thrill 

160ETAL 

Those vids in part and the Sentinel chess set 



DO IT YOURSELF 

50 GAME SET AND MATCH 

Win a video recorder and Ocean's sports sims 

129 THE KING GRUB COMP 

A ralher distasteful Irttle.chanoe to win your own greasy, stinking original King 
Grub artwork 




154 WIN AN APE ON THE RAMPAGE 

Activision'sgaiT>eandhomfylrvgmonstersuitsareupfor . - . uh , 
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•Alio, "alio, what" s alt this, then? 
Another issue of this "ere 
CRASH magazine coming out 
next month? Entering innocent 
newsagents all over 'die country 
on November 26 . . . adding full- 
colour pages without due care 
and attention ... I'd better *ave 
a look at that. Well, move along 
there please, haven't you got 
newsagents to go to? 
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THE NEW SINCLAIR HAS ONE BIG DISK- 
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THE SINCLAIR ZX SPECTRUM 3 WITH 6 FREE GAMES AND A JOYSTICK. 



ADVANTAGE. 



ZXSPECTRUIYI + 3. £199 




The new Sinclair ZX Spectrum +3 is a real hero - because it helps 
you to be one. 

While you're a daring motorbike rider or the all-conquering 
intergalactic warrior you're gaining priceless experience in 
handling computers. 

Loading games is quick and easy with the built-in disk-drive. 
You'll be in the thick of the action in seconds. And the fantastic 
128K memory gives you the power to outsmart the most 
sophisticated enemy. 

Get to grips with the latest high-tec graphics on the vast 
universe of games available (six of which come free). And there's 
a free joystick to give you ultimate control. 

But the real hero is the person who buys it For the 
ZX Spectrum +3 is only £199, so they've really saved the earth. 



ZXSPECTRUM + 2.£139 




The amazing ZX Spectrum 4-2 has a built-i n datacorder - to save you 
the bother of tape recorders and leads. The advanced 128K memory 
helps you get the most from the vast universe of games available. 

Every model comes complete with six free games to start 
you off, and a free joystick to make you super agile. 

With the advanced Sinclair technology you can afford to let 
your imagination go wild. Because at £139, only your enemies pay 
heavily. 

BE WHO YOU WANT TO BE. 



Available at: Anders, Boots, Clydesdale, Comet. Connect. Currys. Dixons, John Lewis, 
John Menkes. Lasky's. Tandy," WK Smith, Vision hire, Wigfell.s, and all good 
independent stores. 'zxspactrum +2 o*v. 

RecwnrnfrndlM fStail price Sinclair ZX gjwarum i-i! £139 WC*K*nQ VfS 3netair Spectrum -,-3 £i&9 *-.clud<n« VAT 
■ti.10.37. H«es &JDJBCT to change without Drar natir.n. 



Please tell me more about the SINCLAIR ZX Spectrum - 2 □ ZX Spectrum +3 □ 



Name 



Amstrad pic, Brentwood House, 169 Kings Road, Brentwood. Essex CM14 4IF. M: (0277) 262326 



no's the most mischievous 
tayboy in the entire 
alaxy" 
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...That's Who!, 
and don't forget it! 



You may not believe it but he's a super-sharp counter espionage 

agent with a big appetite for entertainment and there's nothing he enjoys more 

than a full blown bruise-up! Now trouble is heading his way as you help Freddy 

recover, after yet another crash landing, to steal a space-craft to freedom. Take on 

man-eating ants, reptiles, robots, mutants and genetic throw-backs with Dynamic's 

— , I latest wonderman- Freddy Hardest, 

SPECTRUM £7.9^ COMMODORE £8.95 AMSTRAD£8.95 MSX£8.95 

) Imagine Software, 6 Central Street, Manchester M2 5NS, Tel: 061 834 3939, Telex. 669977 





THE NEW 
MACHINE 

'FOLLOWING the recent 
development of the Spectrum +3 

computer US Gold are continuing 
their reputation as market Headers 
by fully supporting the machine 
with an impressive release 
schedule/ blah, blah, blah. 

It's the usual overenthusiasm of 
press announcements; but it 
landed on my desk (literally - 
thanks, Richard) on th8 day this 
CRASH went to the printers 
(literally), and ifs further evidence 
that the +3 is gaining more and 
more credibility, supported by 
more and more releases. 

When the +3 was announced 
this summer, retailers and 
software houses alike played the 
game of wait-and-see; wait and 
see if it sells before you produce 
games for it, wait and see if the 
high £249 price comes down 
before you put it on the high-street 
shelves. 

Now the price has dropped to 
£1 99 - Amstrad boss Alan Sugar 
admits he'd planned it all along - 
where it's not competing against 
the Atari ST and Amiga (not to 
mention the cost of living). And the 
software houses are producing 
games for the +3: there's even 
Marteeh 's insipidly-titled Four Top 
Games compilation, which 
effectively offers the new 2000 AD 
I icence Si&ine at £3.75 , rather less 



¥2 



than its advertised cassette price 
of £8.99. 

There's significant support from 
utilities and hardware 
manufacturers, too; in this 
month's PCWShow report 
Simon N Goodwin writes of -t-3 
compilers and assemblers, and 
Romantic Robot's Multiface 3 
adds a new dimension to the new 
machine - with it you can put 
cassette software onto disk. 

In August, CRASH wrote 'the 
+3 is given only an outside 
chance'. But is the new Spectrum 
coming in from the cold this 
winter? 

HEALTHY AND 
WISE 



< 





There's constant grumbling from 
stick-in-the-mud readers about 
the changing CRASH staff, so 
presumably no gnus is good news; 
and to satisfy the CRASH old- 
timers here's a returning writer 
from the magazine's early days, 
BymWetttiy. Bym, another 
ultracool Ludlow College type, first 
contributed comments to CRASH 



i 
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in Issue Three and reappeared on 
the doorstep as Issue 46 began, 

KEEP YOUR 
GLASSES 

NOW you're In the new dimension, 
stay there - keep your CRASH 3-D 
glasses in a safe place (eg under 
the mattress, or in Franco Fray's 
safety deposit box). The 3-D 
technique was so effective we're 
hoping to use it in another issue 
soon, so keep your eyes peeled. 

IF YOUR 
SAMPLER 

WON'T 
LOAD . . . 

You are not alone, In any large run 
of cassette duplication there are 



bound to be some duds, and some 
of the 1 30,OOf>odd Issue 45 
CRASH samplers have come 
back. (Most just wouldn't load; but 
one, returned to us at the PCW 
Show Newsf ieJd stand , was a CO - 
a cassette casing with no tape in it, 
just a leader!). 

It your sampter will not load, for 
whatever reason, just send it with 
your name and address to: 
CRASH SAMPLER 
REPLACEMENT SERVICE, 
CRASH, PO Box 10, Ludlow, 
Shropshire SYB 1DB. 

HOW YOU 

PLAY THE 

GAME 

Technical reasons are wonderful 
scapegoats to blame things on, 
but we only have my memory to 



IN NEXT MONTH'S 
CRASH 

THE 
SSSUPPLEMENT 
ISSSSS 2000 AD 

Don't judge a judge by his cover - in next month's CRASH 
you can get a real feel for Piranha's new Judge Death 
game with a special 16-page supplement featuring a 
Judge story from 2000 AD. There'll also be a piece on the 
recent rush of 2000 AD licences, including interviews with the 
programmers - and an inside look at Titan Books, the London 
fantasy/SF publisher which is releasing 2000 AD's Judge stones 
in book form arid cosponsoring this supplement with Piranha. 

TIE-INS PART ONE 

From Mr Men to Masters Of The Universe: Robin Candy begins a 
two-part review of every tie-in and licence ever seen on the Spectrum 

PLUS . . . 

THE CHRISTMAS COUNTDOWN - only 152 shopping pages to 

Christmas ... as the games flood in, we present the CRASH guide 

to computing Christmas presents, including Ben Stone's Good 

Joystick Guide. 

RUN IT AGAIN - those vehicle sims in full 

SOFTWARE CLUBS - beat em or join em? 

COPYCATS - miles of tape and piles of disks sit waiting to be games. 

CRASH sees how the duplication's done. 

FANCY PACKAGING - something has to protect those tapes and 

dtsksfrom hai! and sticky fingers. Who writes the inlays? Who designs 

the cover? Have they even seen the game? 

PLUS: expanded Playing Tips, more news, more reviews, comps 
and previews in December's CRASH, on sale Thursday 
November 26. 



blame for an error in the Ocean 
Game Set And Match comp on 
page 50. The text says we've 
drawn a line through the word 
OCEAN in the word square as an 
example, and we haven't. Quite 
simple, really. Honesty is the best 



policy. 

Well, probably everybody 
knows how to do word squares - 
but, for faimess's sake, you won't 
have to find the word OCEAN to 
win! 

BAAMABY PAGE 



REVIEWS 

The CRASH guide to November's highlights 



SMASHED! 



22 THUNDERCATS 

Bite fights off all competrtion with its latest cartoon tie-In 



HOT SHOTS 
7S°/o and over ... 



28 PROFESSIONAL SKJ SIMULATOR 

Take a budget skiing holiday courtesy of Code Masters 
124 JACK THE NIPPER H IN COCONUT CAPERS 

Gremlin's terrorising tot returns for some jungle antics 
134 DIZZY 

The latest egg-normous arcade adventure 

FULL INDEX 



29 Action ForcaVir^m Games 27 
28 Angflatatf'MAD, 

67 Arena Bug Byte 24 

130 ATV Simulator Code Masters it 6 

30 Batoreaker CRL 28 
1 24 Cad Ma Psycho Pirate Software 

138 Centurions Arioiasoft 104 

104 The Crown Of Ramhotop 122 
Tanan 133 

134 Dizzy Code Masters 130 

140 The Fast And The Furious GO! 137 

103 Future Tense Mystic Software 22 

132 Holiday in Somalia Pirate 140 

Software I I fi 

131 Indiana Jones And The 139 
Temple Of Doom US Gold 1 23 

124 Jack The Nipper !t in Coconut 23 

Capers Greml in Graphics 1 37 

105 Karyssla Incentive 



Mystery Of The Nile Firebird 

Outcast CRL 

Park Patrol Firebird Silver 

Professional Ski Simulator 

Code Masters 

The Prospector! anan 

RedLE.D. Reakto* 

Smash Out! Pirate Software 

Supernova Players 

Super Sprint Aeiivision 

Thundercats Elite 

Thunderceptor GO! 

Tranter US Gold 

War Cars Firebird Stiver 

White Heat Code Masters 

XOR Logotron 

Yes Prime Minister Mosaic 

Publishing 
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SET YOUR COMPUTER ALIGHT WITH 



V 



m 


^f 


s • VI #i / 


. 






f\ 




*-N^^V 


i 






^M 




& *^ 




Ss r -' 


^i 











Firetrap scorched its \ 
Now it's ready to burn it: 
If you've got cool hands,! 
the burning skyscrapers, putting out fires aFflJEf 
to rescue the people trapped inside 
Firetrap is hot! 




Coromodore64/128 Cossslte (£9.99} ana Disk (£M99) Mai 
ZX Spectrum 48k/ 999) 
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► Thflsearenmes*owssecurrtyguards,b^ 

were based at the NewstteW stand, promoting CRASH'S (©test sister THE 
GAMES MACHINE - as wall as UN Toys's Photon Warrior kit 



verdict on the tenth Persona/ Computer way for next year s PCW Sh 

World Show, which was held September 23-27 expected games will be more heavily emphasised 

attheOlympia exhibition hall in west London. than ever before. 

An eight-person CRASH team brings you this 



industry, and soon after this PCW Show the STONE starts it off with a roundup of software 
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72,000 and climbing: the tenth PCW Showattracled bigger crowds than ever before 
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Outshine Ordinary Joysticks 

MicroProse Ltd . 2 Marketplace .Tetbury. Gloucestershire GL880A Tel: (0666) 54326Telex: 43422 MPS/UKG 
5H November 1987 
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► GEM gem: Kempston's 
trendy Desktop -f 3 
package 



SPICE AND 
ALL THINGS 
NICE 

Alan Sugar talks tough on the Spectrum as 
SIMON N GOODWIN makes a circuit of the 
show's hardware 
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YES 
PRIME MINISTER 

A week is a long time in an interactive icon-driven 

environment, where every action can have 

unexpected consequences. 

But with Sir Humphrey and Bernard behind you, 
how can you go wrong? 

Only you can decide ... 

Britain's premier computer game! 

Program by Oxford Digital Enterprises. 

Spectrum, Commodore, Amstrad and BBC 

Cassette £14.95 Disk £19.95. 

Available from W.H. Smiths, BooLs and 

other leading stovlf 

Mosaic Publishing Lid, 

Gorley Firs, South Gorley. Hants SP6 2PS Tel: 0425 i 
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Software's getting betfc. 
CHRISTINA ERSKIN 
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► The Sega Master System, outrunning all opponents: can Spectrum com-ops 
be the same again? 
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Four new smash hits from Hewson, following hot on 

the heels of Zynaps and Exolon. Connect your brain 

with Hewson's latest games. 

SPECTRUM • AMSTRAD • COMMODORE 



Cassette £7.95 



Cassette £8.95 
Disc £14.95 



Cassette £8.95 
Disc £t 2.95 



Hewson, 56b Milton Trading Estate, Abingdon, Oxon 0X14 RX. 



For Mail Order send a cheque.'P,G, to Hewson 

Consultants Ltd. Order by Credit Card by sending 

your Access/B a relay card number, and enclose a 

specimen signature. Don't forget to enclose your 

name and address. 



Hewson Consultants Ltd 

A* part o* our continuing development of innovative software we ara always hippy to evaluate software sent to u* with e view to publication 
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CALIFORNIA GAMES 



Last month CRASH brought you Trip Hawkins's 
balls - the Nerf Balls, little sponges which 
Electronic Arts bureaucrats throw at each to 
relieve nervous tension after going into the rough 
in another golf simulation. 

But there's more to EA than, well, little 
sponges. There's quality, aggression and a 
massive release schedule - some dozen 
Spectrum titles and more for 16-bit machines - 
behind the American giant's push into Britain, 
which starts this autumn. 

There's also a new approach to selling (and 
creating) software which could make or break 
EA's European experiment. 

And there's the wit, wisdom and statistics of 
boss Trip Hawkins,, ever so faithfully reproduced 
in this exclusive interview with BARNABY PAGE. 
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► Every home should have one: Electronic Arts' s polished product includes ''tin 

CtiG$sim$tef MW (above; PC screenshot) and isqacy Of The Ancients 
(Commodore 64 screenshot) 
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p- Show business Indeed: Electronic Arts boss Trip Hswtdns puts tt>e Hollywood 
into computer games 
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To round off this PCW Show report, here are two very different perspectives 
on the five days at Olympia: from former CRASH Editor ROGER KEAN, and 
from reader ANTHONY BAILEY, a homegrown-software programmer who 
hit the big time there . . . 

AND THE SHOW SAILS ON 



I FIRST tftelted the ParswM Computer 
Worid Show in 1983, fust as we 'were 
setting up Ci. held at the 

i Centre near the C 
Lond;.' serine than 

i ■ not big enough for 
the burgeoning show, which had 
already been $ , , The 

reason for growth was obvi ■ 
thes> : ...v had a healthy 

helping of games software houses 
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BRIGHTER THAN A SUPERNOVA 



EARLY one chilly Saturday mom, when 

n had scarcely risen and the 
world was still in sleepy slumber fall 
right, it was eight o'clock, but I consider 

etty early for a Saturday) a 
hardened, battle-weary Spectn 
owners, consisting of Andrew, David 
and myself, left the quel suburbs of the 
city on a journey to its centre and to 

of iniquity, the infamous 
fCWShow. 

Upon arriving at Earls Court tube 
station en route to C : . 
suspicions that the show was go 
be popular were confirmed; the 
platform was jam-packed, and when 
the train arrived everyone crammed 

i something akin to one Df those 
silly record-breaking attempts that 
Noel Edmonds used to organise. It was 
a little uncomfortable, but constituted 
a great way to meet new people; 
'excuse me but your elbow is in my ear' 
was an obvious method of introdu - 

We all managed to creak and groan 
our way to Olympia, and once there 
most people began a frantic race to get 
a place in the queue. However, 
remembering having to stand inline for 
an hour last year, with only paper 
aeroplanes made from leaflets to 
. amuse us. we had wisely bo 
in advance and were able to m 
straight U Well, that is to say we woul d 
have walked straight in if the ticket- 
holders' entrance hadn't been 
obscured by the main queue that 
encircled the huge building; but at last 
we located it and, after taking a deep 

we ventured In. 

ng that happened was 
that we were viciously attacked and 
mugged by two /WShow 

•. --natives who relieved Andrew 
oftwopoundsin return foratftoroughly 
useless show sufde 

986 show had been amazingly 



ear's was stupefyingty0l& 
St everythmg had grown in size: 
the crowds, the stands, the monitor 
screens, the prices of the hot dogs . . . 
The adverts;, - i, but the one 

Igfrom the ceilmg for US Gold's 
tritely-named new GO! label was so 
large it Wended into the background - 

wards neither David nor Andrew 
could actually recall having tea 

The posters bad swelled too r from 
little A3/A4 things to enormous 
monsters hitherto seen only in CRASH 
.as Specials, Unfortunately the 
free plastic bags hadn't grown to 

- somostofthepostersgot 
crumpled and lorn during the 
course of the hectic day, 

David came up with the ingenlc 
idea of tying several of the widely 
avails i i -id balloons to his 

piastre bags tn order to lighten the load. 
However, the first hour of the H 
always degenerates into a deranged 
paper chase as everyone struggles to 
collect every available heebie poster 
and catalogue; I collected five tons of 
trivia and threw away everything except 
for my CRASH carrier bag and one price 
fist when I returned • 
The upshot of all this was that the 
5 proved incapable of carrying 
such a load, and so we decided to he 
them all together and ended up with ten 
balloons on a string as many metres 
long, which' I then carted around I 

wing it in and out of 
signposts and the like. This was of 
course very silly (though not quite as 
silly as the people breathing helium 
to balloons and then talking in 
squeaky voices) {such as Richard Eddy 
on the CRASH stand- Man Ed}, bu I 
balloons made a good mascot and 
everyone looked up in the air as they 
walked past. 
The sight of ten colourful balloons 



and forced 
everyone taking part to think deeply 

3 CW and what it represent : . 
uncertainty about EMAP's mid-August 
date and the venue, the Alexandra 
Palace weighed against the 

newspaper and magazine 
after PCW, EMAPabandcr- 

•i software 
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: us international g>: 
up over years of PO 
■ 

' of the 
ay season. Foi 
PCW, the tw : 

1 hat's when : onal 

ass deals are done that enable 

• ice and sales, and thus allow 
• • 
games which can b^ » Britain 

at reasons 
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fthe two Ne '/.':.; • 
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proved to be a useful reference point 
•when we got spit up later m the day 
(especially when we were almost 
c rushed to death in a crc v 
real screams were emanating- I kid 
you not). 

Balloons in tow. we pushed and 
shoved our way around the hall, I don't 
intend to describe everything there, but 
there were a couple of things that 

eye: the enormous Ocean 
and Imagine standi were Riled to 
overflowing with arcade machines, 
promotional videos, and a - 
many games on home compu I 
though. I suppose Ocean knows tnat 
the arcade conversions are ral 
lacking when compared {to 
onginaJs. and would prefer ml I 

pi pint the ever hopeful home- 
computer^owner. 

Beyond said Star Trek was a! r 
reedy, which was great news, es 

said that the year before . . the 
Mast ertronic stand was so full c 
companies ' products that I only worked 
■ as really the Masteitrgnfc stand 
when I looked in the show guide . . . 
mere were ZSSs. Amstrads, and Alan 
rang a tot of i mpressive graphics 
but not many games. 

e was also even a bookshop.-this 
was of special Interest to us as we were 
looklngfor an obscure textbook 
supposedly only available in 
Manchester, It wasn't available, 
however, and Andrew had to go on an 
Illegal undercover raid into the 
'restricted' business section of 
show, wearing a false ID card and 
pretending to be called Martin. The 
book wasn't there, either, but there 
were plenty of besuited gentlemen and 
WORDSTAR clones (WORDSTAR being 
the only program that has been copied 
more times than Knight Lore!), 

Back in the main hall, there was 
plenty of grafi; 

keep everyone happy; there was Strip 
Poker /'from Martech, and adjacent to 
that the Palace stand was adorned with 



was. 

ere weren't 

sfartfingFynewgarr, ■■•■ • j | there 

.duct about 

'WildSiirsteaiey.A.' , fighter 

pilot and MicroProse boss, drew huge 

he offered •:, 

perhaps, that next year's show would 
do welf to offer more intei s 
iai.rground-t>; 
Fori.- 

reatened on Saturday flare- 
i 
attempted to cover everyone in sight, 
and CRASH; 

back by oversiickihg the slogans with 
FRAGlLEanr 
to our deet c 

boldly to the very jaws of the Your 
Sinclair $&nd fa neuti 
• 

■ 
ihtermagazine custard-pie fight next 
year See 

ROGER KEAN 



larger-than-life posters of-Mana 
Whi rtaker. 

On the violent side, some deranged 

Rambo lookafike was striding around 

rig grenades, Other cha'ra* 

iroe included a Yogi Bear p 

Piranha's licence (smarter than the 

ige bear but not smart enougfi to 
get out of wearing a sweaty bear suit all 
day), and the villain fro i 
Grapfsics's Basil The Great Mouse 
Detective, who went around 
pickpocketing all and sundry and 
making peopled- 

Butde-Sp- ggj 

failed to see Berft from Radnor, and 
had to make do with the cartoons they 
, On a more 
soma really 
promising stuff on show; Martech V 
2000 AD licence Slaine should be 
great, Incentive was promoting Drifter 
with lots of i -:-. 

oriented recordstogt with the concept 
^escape (see the CRASH 3-D 

-Cross- 
Referencing Minion}, there was 
SUPERNOVA on the PLAYERS stand 

3 for my own game 
won't hurt, will H7f (nor will the review 
on pages 130-13}}, and Hewson's 
Nebulus looked clever, featuring same 
ingenious circulars!.' 

The-. Marble Madness 

was very attractive m its Amiga 
Incarnation, and of course there were 
the Mewsfleld stands, which this year 
were rnanrfed by real celebrities (as 
opposed to last year when I hadn't 
heard of anybody that I saw there), 
ThePCWShow is as much fun as it's 
been. Just make sure you go in 
there with your eyes wide open, 
off the siify razzmatazz of the big 
stands, and take absolutely nm 
there seriously. You'll have yourself a 
great day out 

See you there next year . . . balloons 
and all, 

ANTHONY BAILEY 
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HIT THE BATTLETRACK TODAY! 

SPECTRUM £7.95 
01-377 4644 
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The smell ofU» surf, the sun oqjdut back, the sand between your io«,,. This 
isat California Dreamm' — thia Is for peal? Six of the bag* VfestCoaet sporte designed 
to set your pulse .raalngl Vfow jour friends with your Incredible ffylntf skateboard 
f^OTahowyow^lu^ngatthesaok. 

Skate down the boardwalk, flip cbs Prksbee ' and wteelfe the BMX. And then 
theiittmstetest - fchistKlng ot CaUfcroiaii sports - ebnot^&toiroiaByaubatttewfeh 
iLsse glajiL Pacific roflew b> decide which surfer truiy rules the wavesi 

Wfl be pJaytag &c blgnarae spotBore like Pacer Skateboard*, Qesan Pacific* 
HAD Ma|, FrSBbee*'*. H&cky Sack" ', Moray Boogie*'* Burton" ' fiiiuwboawte and 
BJuebLrd*"; and contained In each, jack you'll find a fun to enter Mmpstition to win 
quality pfodiwts mad* by these companies tool 

California Gmsw* features superb graphics, an" (be ato3aplte-"e ef the Wpat 
Coast, and one to sight playare can take part. AH she qualify you expect from a Epyi 
product is here and so moat mow. Sfe oouM tel] you more but instead tot's hear what 
the critics have to say tosfcead 

"CalifarsJa Bums 1* qalte elnply till iptx of eompaur «porti |UBia|. 

Ina is purely t«Jul«l terms Ipyi hivi somehow mantled to gnrptas 
th»« own blffe f tudirde - tie yktum tni eowads fenerrted by this progum 
we atawylHiic beyond belief. 

If yea latter ap all tfc« mperlitives from prndou Bpyx review an! add 
tfitm together, you Just migrt |» halfway towards deseribiaj California &t«et". 

-'ZZAFM 
"CUttortlU Sum hu to a* tfc* best release tkji yes? n> far. 

Smm flltb* isvtifoiffiul turn tie abnoit wrth Ibt asking prkaeatbair own" 
- CQMMOMltBOOKFiriTOGliJTErJftTigrJftL 

Need we Bay more? 
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Producer: Elite 
Retail price: £7.95 
I Authors: Gargoyle Games 
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Mlwm-fta holds the Eye Of 
jl if Thundera. laereat 

'ami rmist seared for It. . . and 

t But the v 
not to tie easy, despite his six lives, 
tor Mumm-Ra's burly thugs and 
dirty dwarfs and flapping bats and 
ugly hags are lined up against this 
And their every 
touch is lethal. 

Undeterred by such astronomic 
odds, Thundercat runs onward 
through underground hallways, 
along stone walkways and across 
open plains; ho leaps upward over 



"There's the hallmark of 
Gargoyle's programming in 
Thundercats - most notably 
In the large, detailed and 
very well-animated 

graphics. It's one of those 
games which you'll think is 
just too hard when you first 
play it, but after a bit of 
practice there shouldn't be 
much difficulty getting 
through at least three 
levels. The action is fast, 
and you'll need quick reac- 
tions. Thundercats is proba- 
bly the best thing Elite has 
produced since Ghosts 'NT 
Goblins. " 
RICKY 91% 



streams and ducks downward 
beneath the touch of hideous 
things. 

Thundercat begins this TV 
licence with just a sword, which he 
must wield with increasing dexter- 
ity as Mumm-Ra's cohorts attack 
from alt sides. But as our hero 
progresses he can take advantage 



" I can't say I've heard of 
these Thundercat chappies 
(though apparently they're 
pretty popular) - I must be 
a bit too old - so ! can't 
really comment on the tie- 
in side of Thundercats. But 
on its own merits H suc- 
ceeds admirably The 
graphics can't be faulted: 
the screen is extremely col- 
ourful and the animation 
top notch. The imposing 
enemies change from level 
to level so you never know 
what to expect, which 
makes you have just one 
more go . . . great stuff! I 
bet tine TV series ain't as 
good as the game." 
PAUL 91% 



" Wow! Thundercats is bril- 
liant. The logo is very neatly 
drawn, and the in-game 
graphics match it; they're 
excellent in every respect 
Considering that the prog- 
rammers had to move the 
colour as well as the pixels, 
the scrolling is very 
smooth. At first, despite 
Thundercats's payability, I 
didn't think it'd last The 
Treatment and still be 
addictive, hut two days 
later they had to prise me 
away from my Spectrum 
with a crowbar to make me 
write this comment! It's got 
weeks and weeks of paya- 
bility just waiting to be 
used. And me, I'm still try- 
ing to finish the bonus 
screen after Level Two! " 
MKE 92% 



of contain':- 1 ferns that con- 

ceal additional features. By 
destroying these with his weapon 
and then collecting wh 
revealed, Thundercat can ■<-. 
his lives or obtain a different 
weapon, such as an energy-orb 
blaster. 

me limit is set for the comple- 
tion of each level; if Thundercat 
successfully reaches the levels 
end, he is rewarded with a time 
bonus and a kill bonus, which 
depends on the number of foul 
fiends he has sent to meet 
satanic maker. 

At later levels, Thundercat can 
choose which perilous pathway tie 
takes through d its of 

earth, fire, air and water, and act as 
saviour to those who have been 
captured and held by the wicked- 
ness of Mumrn-Ra, 



Joysticks: Cursor, 
Kempston, Sine.: 
Graphics; very detailed and 
beautifully-animated, with 

■ eat digitised graphics 
Sound: exhilarating tune and 
FX on 12SK version - other- 
wise Irmrted 

Options: definable keys 
General rating; a good-look- 
ing and exciting game that 
deserves to succeed 

Presentation 92% 

Graphics 90% 

Payability 90% 

Addictive qualities 92% 
OVERALL 91% 




Producer: Logotron 
Retail price: £7.95 

MJTDfl presents the challenge 

JK of 1 5 brickwork mazes 
j^rm through which the player 
searches for masks, clearing each 
maze of masks before progressing 
to the next. 

Clues can also be found in the 
form of map sections which show 
the maze you're in and the 
uncollected masks. Some routes 
are blocked by barriers that cannot 
be penetrated; other barriers can 
be broken through by the shield 



J HICK L 



*' XOR's graphics are very 
simple, but it's addictive and 
the presentation is slick. It's 
a lot tike a larger version of 
Cavefon, a very early Ocean 
game. Toggling between two 
characters - if you can call 
them that when they're only 
shields — is supposed to 
make your task easier, but it 
doesn't a bit. The only useful 
feature is the map that shows 
where all the uncollected 
masks are hiding, and 
because the screens are all 
basically the same it soon 
gets very boring. " 

90% 




►• Collecting the clues to 'XOR s true nature ' 



you operate. But none -of these 
obstructions appear on the map 
screen - and the number of moves 

on each level is limited. 



are collected, they form an 
anagram which can be solved to 

give 'a clue to XOR's true nature' 
(Logotron's words). 



J BEN L 



*' XOR is a puzzle game in the genre of Survivors. It's well difficult, 
but becomes quite playable with perseverance - some of the 
later levels are much too tricky for me, though, so I gave in a fit 
of rage. The simplistic targe characters and a fast but 
disconcerting scrolling routine leave little impression; I'd advise 
a few goes before buying. " 

63% 



Further dangers await on higher 
levels. Spring loaded chicks can 
pin you to a wall, dolls and fish fall 
when a supporting shield or shelf 
is removed, bombs explode and 
poison pits offer uninviting swims. 

On exiting each level, you 
receive a letter; when all 1 5 letters 



J MIKE L 



" Despite poor scrolling, 
XOR isn't as bad as it might 
first strike you; the graphics 
are big and quite colourful, 
and the gameplay soon 
grows in attraction and 



80% 



_J COMMENTS l_ 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: simple but large and 
colourful 

Sound: average tune and 
sound FX 

Options: you can start on any 
level 

General rating: a challenging 
puzzle game with little long- 
term appeal 



Presentation 66% 

Graphics 

Payability 60% 

Addictive qualities 

OVERALL 58% 
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OUTCAST 



Producer: CRL 
Retail price: £8.95 

Forced from his village and 
dispossessed of his powers 
by evil, an old wizard is left to 
wander tn the wilds, rejected and 
despised. But slowly, so slowly, 
wizardry begins to trickle once 
more through his narrowing veins, 
filling him a with new-found 
confidence. Returning to his home 
village he vows to restore his lost 
powers to their full vigour and take 
revenge upon the evil force that 
vanquished him. 

The village is now inhabited by 
loathsome birds and malevolent 
dwarfish entities, hungry for the 
wizard's four lives. 

The red energy spheres that 
occasionally appear can be 
collected to replenish these 
reserves, but imprudent wizardly 



J BEN L 



" Outcast is addictive and 
fun. Perhaps it's because I 
never get very far with each 
life that I want another go; 
perhaps it's the smooth 
graphics, moving at the right 
pace; perhaps it's even the 
easy-to-understand 
gameplay; whatever ft is, I 
find Outcast very 

worthwhile. " 

96% 



wanderings into the chasms, de- 
energising areas, and water pits 
that rupture the roads quickly 
deplete them again as the wizard 
struggles for survival. 

Our becloaked warlock can 
protect his ancient bones with hrs 



J PAUL L 



" At first sight ft seems Outcast might be something a bit special 
-the colourful graphics are welt-designed and with the animated 
trees create an attractive atmosphere. But the problem is the 
fack of things to do. The enemies have no intelligence (do they 
ever?); they just float around waiting to be pushed off the screen 
with an 'arrow'. And it's a pity about the animation of the 
eponymous character - he looks really stupid when flying 
through the air! " 

42% 



► The age-old struggle between good and evil lies behind Outcasts fine 
graphics and medievally slow gameplay 




basic energy spell; this magic 
destroys some creatures, but 
others are merely stung into 
temporary retreat. 

The wizard progresses through 
his village world using a series of 
teleporters. Objects that he comes 




across can add to his magical 
capabilities or increase his powers 
of attack, and with these new 
strengths the wizard can battle his 
way through the possessed 
village, an onscreen indicator 
showing how much of this strange 
world he has completed. 



J MIKE L 



" Outcast is, as the title 
suggests, fit only to be cast 
out from the ranks of popular 
software. It's quite easy to 
play, but I found it difficult to 
amass any significant score. 
The onscreen animation - 
stars, branches of trees - is 
quite pretty, but frustrating ly 
you can play forages without 
getting anywhere. There just 
isn't enough content in 
Outcast- n 



COMMENTS L 



Joysticks: Cursor, Kempston, 
Sinclair Graphics: very ornate 
but a bi iif- 
Sound: good 
Options: definable keys 
General rating: not fast oh 
action, but an enjoyable 
arcade adventure nonetheless 



Presentation 

Graphics 

Payability 

Addictive qualities 

OVERALL 62% 
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MYSTERY OF THE NILE 



Producer: Firebird 

Retail price: £7.95 
Authors: Zigurat 

Oh, that wicked Abu-Sahl t 
his mother said he would 
come to no good . . . and 
now he's stolen the Jewel Of 
Luxor, more treasured than the 
pyramids and a lot more nickable. 
This Egyptian Arthur Daley intends 
to flog the precious chunk of rock 
for a fortune, and he must be 
stopped. 

Archaeologist Nevada Smith, 
his assistant Janet Dwight and Al- 
Hasan, a peculiar hanger-on, are 
the only people who can thwart the 
evil one's plans to swell his 
buildrng-society account. Each 
has different abilities with which to 
combat Abu-Saht's guards, who 
seem to spring from every nook 
arid cranny. 

Beautiful Janet is first into the 
action; if wily enough to escape 
the clutches of the early 
marauding miscreants she eatn 
collect Al-Hasan and then Nevada 
from their hiding places. These 
two then follow in her wake, more 



J RICKY L 




w Graphically, Mystery Of The Nile is very detailed; the desert 
backdrops are captured well, as are the characters, It's playable, 
but becomes frustrating when you have your two companions 
bumbling around - under the control of the computer they're 
incredibly stupid and walk into the enemy freely, losing you a life 
in the process. Still, Mystery Of The Nile could be a relaxing 
alternative for the hardened shoot-'em-up fanatic. " 

72% 



► You're Janet Dwight about to do In 
the camel-dealers In tfUs scene 
from Mystery Of The Nile 



J PAUL L 



" Immediately I thought of 
US Gold's Zorro: a 
predominantly yellow 

screen, lots of little detailed 
and well-animated 

characters and a strong 
feeling of a hot and sweaty 
atmosphere- The screen 
arrangement Is well- 
structured, with colour 
clearly- de fined - ruling out 
clash and also keeping the 
display lively. Mystery Of The 
Nile is a very simple problem- 
solving game, the better for 
the quick flick-screen 
technique, and rt certainly 
has character - though its 
testability is doubtful. T ' 

70% 



often a hindrance in their 
positioning than a help, till a 
character switch is made and one 
of them can take the lead, 

Indiana - sorry, Nevada Smith 
and his companions can gather 
the weapons that they find about 
them, such as grenades and guns, 
and with them deal lethal injury to 
Abu-Sahi's henchmen, all of 
whom must be killed on each 
screen. 

Nev. Jan and Al each have four 
lives that are reduced by 
imprudent contact with a bullet or 
dynamite stick fired or flung by 
those dirty bad guys. 

Together they can defeat the 
awful Abu-Sahl; together they can 
also get themselves into a lot of 
trouble. 



JNICK 




" Mystery Of The Nile is a 
fantastically addictive little 
game with cute graphics and 
some really good tunes 
thrown in. It's a bit confusing 
at the start' but with a bit of 
help from Paul Sumner tor 
my Playing Tips) you'll soon 
be on your way to completing 
it The three main characters 
are excellently drawn and 
move around well. Though 
it's very simple, like a kid's 
cartoon, you'll get some 
enjoyment out of Mystery Of 
The Nile. " 

80% 



COMMENTS 



Joysticks: Cursor. Kempston 
Graphics: clean and v 

defined with imaginative 

bacKdrops 

Sound: ramblingkDlly tune, but 

meagre spot FX 

General rating: a simple 

arcade adventure with 

humorous touches 



Presentation 
Graphics 
Payability 
Addictive qualities 
OVERALL 
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ACTION FORC 



Producer: Virgin Games 
Retail price: £7.95 
Authors: Gang Of Five 

otsneda is an island under 
siege. COBRA has 
launched an attack and 
vital data has been left on a 
computer disk hi the occupied 
zone, in this licence from the 
eponymous toys, 

Flint, Lady Jaye and Quick Kick 
have been sent in using an AWE 
Striker craft to get that disk. To 
allow greater speed, the AWE has 
had its weaponry removed, so 
Snake Eyes must defend the craft 
from above, manoeuvring with the 
aid of a multidirectional helipack, 

The way ahead is difficult for 
even the AWE and a path must be 
cleared through the forest of 
electrical-charge-generators, 
barricades ana rocket sibs. 

Snake Eyes is equipped with a 
powerful gun, with which he can 
take out ground-to-air missiles 
fired from the silos (though if he's 
hit by one of the deadly projectiles, 
he loses one of his four lives). With 
this weapon he can also blast out 
sections of electrical discharges 
and barricades, and earn points by 



piercing the targets that hang in 
the sky. However, if this hovering 
warrior flies into one before he's 
burst it, yet another life is removed 
from his meagre stock. 

Concrete barriers seriously 
impede the progress of the AWE 



Striker, and open stretches of 
canal water cannot be crossed at 
all by the land-based vehicle. So 
pontoon bridge sections must be 
picked and carried by Snake Eyes 
to where they are needed. With a 
bridge complete, the Striker ran 
move on. 

Snake Eyes cannot be too 
profligate in his use of ammunition 
and fuel; his supplies are strictly 
limited. A warning is given when 
his fuel reserve has fallen to 



► That's Snake Eyes in his helffliingy, defending the AWE Striker 



dangerous levels. Both 

ammunition and fuel can be 
topped up, but neither should be 
picked up prematurely as already 
full tanks and magazines cannot 
take more- 





# " Action Force is just too-oo-o- 
o hard. You're always on the move 
- there's no stopping in midf light 
tor a 1 quick read of The 
Independent, and though the idea 
is simple the awkward control 
method makes its appeal short- 
1 1 ved - especially for the age group 
at which the toys are aimed. And I 
cant really say this'il make me go 
out and buy the toys either! '" 
PAUL 41% 

• " Action Force is a really well- 
presented, pathetic game. Once 
you've got past the slick 
ACTION-FORCE writing and 
music it looks, and plays, just 
like Dureirs now ageing Harrier 
Attack (from preCRASH days)- 
The houses and the main 
character are very crude and 
simplistic, and the scrolling and 
the irritating way the bombs 
explode up your posterior (Nick 









ANGLEBALL 



Producer: M.A.D. 
Retail price: £2,99 

|ool can never be the same 

'again after you've taken 

your cue to a hexagonal 



As in the standard game, 
coloured balls have to be hit Into 
six pockets using the white cue 
ball, A cursor is used to align the 



cue ball and a coloured object ball 
with the pocket. By creating the 
right angle the coloured ball can 
be hit into a pocket. Six of the 
coloured balls may be hit into the 
pockets in any order, but the black 
must be left till last, or a foul shot is 
incurred and the game lost. 

Different types of spin (lop, side 
and back) can be given to the cue 
ball, causing it to react after 
striking the coloured ball. In this 
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JbymL 



" The new-style hexagonal snooker table makes computer 
snooker easier, bringing the idea of clearing away all the balls 
within the realms of possibility. I) doesn't take as long to get 
bored with Anglebafl as it does with every other snooker game 
(Including the televised, professional type). But perhaps the 
strength factor needs a bit of tweaking - 1 find that either you give 
the shot full power and the cue ball trickles along Into the hole, 
or you try to kiss the pink and the cue ball trickles along till it 
comes within close range of a ball. And if you do happen to make 
a mistake, or find a screen where you can't get a clear break, 
you'll need more than the stfngy three misses you're allowed. 
Still, this is the best snooker simulation yet. " 



way a good position can be 
achieved for the next shot. A 
'a strength is regulated by 
aftering the length of the cue in the 
box at the bottom right of the 
screen. 

For every ball potted, points are 
awarded. When all the balls on the 
table have been potted the frame 



is over and another one can be 
played with a different 
arrangement of balls. (A frame- 
designer allows you to add your 
own ball arrangements.) If three 
shots are missed, the game is over 
and it's time to hang up your cue. 
A frame-designer allows you to 
set up your own starting position. 



J NICK L 



" Well, what is Angleball? Is it some type of hexagonal snooker? 
Has Dennis Taylor got to get 3 pair of even weirder glasses? Well, 
actually it's quite a good simulation- Do you remember way, way 
back when a game just called Snooker was released (the days of 
no loading screens!)? This one's very similar. The bails are all 
different colours, and as usual In simulations, mere's plenty of 
colour clash. And when you hit a ball with your cue it doesn't roll, 
it just hovers! But once you've got used to it you can get a lot of 
fun out of Angleball, If s one to play on a rainy night (probably in 
Ludlow, where 99,9% of the rain falls!). " 

42% 






Roberts's Daft Dictionary) make 
up a bad game with no 
ia stability, " 

MR 24% 



• " Action Force comes as a 
unwelcome surprise from the 
Gang Of Five, though the front end 
is very pleasant indeed. 
Unfortunately the game itself lacks 
substance, and jerky, if colourful, 
graphics do little to entice you into 
l " 
new 39% 




Joysticks; Cursor, Kempston, 

Sinclair 

Graphics: colourful, but the 

scrolling is jerky 

Sound: little 

Options: definable keys 

General rating; too difficult, 

unattractive and a wasted licence 



Presentation 

Graphics 

Playabifity 

Addicti ve Qua I itie s 23 % 

OVERALL 35% 



J PAUL L 



" A nice variation on 
snooker, this, though I can't 
really see people going out in 
their droves to purchase it. 
I'd love to play the full-size 
table version - the computer 
version seems to have quite 
a bit of trouble when working 
out the correct angles from 
your spin, speed and table 
position. The (me- 

player game is the most 
challenging, and though 
Angleball wilt be fun for the 
snooker/pool/eight-ball 
fanatics, it won't be too 
attractive to anyone else, " 
51% 



COMMENTS L 



Joysticks: Cursor, Kempston, 

Sinclair 

Graphics: sirnptobut clear 
Sound: informative bells and 
whistles 

Options: redefinable keys, one 
or two players or one player 
versus computer, frame- 
designer 

General rating: a neat snooker 
variation 



Presentation 66% 

Graphics 50% 

Playability 50% 

Addictive qualities 50% 

OVERALL 51% 



PROFESSIONAL 
SIMULATOR 



Producer; Code Masters 
Retail price: £1 .99 
Authors: The Oliver Twins 

When a professional skier's 
in Austria he can't keep 
off the Alpine slopes. So 
you don your ski pants and 
padding, pick up your freshly- 
waxed skis and set off for the 
slopes- Your first piste is 
Saaibach, a relatively easy course, 
But ice, snow banks, sheds, 
trees and flags are ail placed to 
give minimum moving space and 
if you accidentally slip you can 
plummet for ages, missing the 
flags, and get disqualified. 

You're off down the course at a 
terrifying speed and you just miss 
an old shed. While your swearing 
wafts into the chilled air a set of 
flags loom on the horizon, You 
remember what the instructor 
said: 'You must pass through 
every set of flags to qualify for the 
next piste and get your money's 
worth.' So you pass the flags, but 



what's this hurtling toward you? 

It's a very awkward-looking 
Christmas tree that doesn't want 



JNICK L 



" This simulation is so good 
it's just like being on the 
slopes. The graphics are very 
simitar to those in BMX 
Simulator also by The 
Oliver Twins and from Code 
Masters. The slopes are 
highly detailed, which makes 
it nice to look at, but tricky to 
ski down! The only problem 
is that when you fall behind, 
or get too far ahead, for that 
matter, you go off the screen 
because it scrolls down 
slowly without caring where 
the player is. And the radar's 
very confusing. So you have 
to be patient to get anywhere 
in this excellent game, but 
don't forget - practice 
makes perfect! " 

87% 



J ROBIN L 



" Skiing isn't the easiest of sports to simulate; Pete Cooke tried 
two-and-a-haif years ago with Ski Star 2GD0 (Issue 1 4) and came 
up with a pleasing 3-D game. Here the different types of snow 
and a sense of three dimensions are created quite effectively by 
the clever use of shading. It takes a while to get the hang of the 
game, and the way the screen scrolls downward regardless of 
what's happening on screen is also frustrating. But once the 
controls have been mastered Professional Sk< Simulator is an 
enjoyable and difficult maze game, though it offers littte long- 
term interest. " 

71% 



► Jt looks very easy tilt you're on the slope 



to move. Before you know it, 
you're stopped suddenly in your 
tracks by the tree without so much 
as a 'sorry'; the instructor shouts 
down "you're disqualified!' and 
you're carried off on a stretcher. 

In Professional Ski Sknuletor 
you can choose one-player or two- 
player mode. The skiing is easy but 
getting every single flag is a mite 
more difficult, and you're timed on 
each piste. The time limits get 
tougher the further you progress. 

It s presented in bird's-eye view. 
The left and right controls refer to 
the skier's view rather than the 
player's - he is skiing 'toward' the 
player - so when you press LEFT 
or move the joystick left he goes 
toward the right of the screen and 
vice versa. 

If you ski too slow you can go off 
the screen, and then have to piay 
using the radar - a touch of 
unreality, though the game is 
supposedly 'based on the 
authors' experiences in Austria'! 

J COMMENTS L 



Joysticks; Cursor. Kempston, 

S ncteb 

Graphics* monochromatic 

and well-detailed 

Sound: good in-game tune 

Options: definable keys, one 

or two players 

General rating; a chalfenging, 

playable simulation with some 

frustrating flaws 



Presentation 

Graphics 77% 

Playability 82% 

Addictive qualities 79% 

OVERALL 79% 





BALLBREAKER 



Producer: CRL 
Retail price: £7.95 
Authors: The Zen Room 

Into a 3-D screen drops a ball 
You contr di a bat that can be 
moved along one edge ol the 
screen to prevent the sphere 
dropping into the black void which 
lies behind your bat. Should the 
ball pass you, then one of your four 
lives Is lost. 

If you use the bat to deflect the 
bail onto the barrier of blocks that 
faces you, most of the blocks cart 
be destroyed, sending the bad 
rebounding toward your bat. 



JbehL 



JbymL 



" Ballbreaker is definitely the 
best version of Breakout on 
the market But is a brilliant 
rebirth of an age-old concept 
worth £7.95? I think not 
Despite graphics of the 
highest quality, squash 
versus computer doesn't 
stand up against blasting 
aliens out of the sky: and the 
sudden appearance of 
hopping kangaroos and 
whizzing spikes is a feeble 
attempt to liven up this 
game. H 



" Ballbreaker is based on a brilliant idea - 3-D Breakout. What 
could be better? Play is difficult, to say the least: the ball is 
dropped into play, it shoots off toward the edge of the screen and 
if you're not quick you'll lose your first life. The speed of the ball 
varies, depending on the number of things moving onscreen and 
on whether you've collected a speed-up block, and this can be 
disconcerting. But after a few hours of play Ballbreaker will grab 
you - honest " 

79% 



Those blocks that do not submit to 
the sphere's deadly touch can be 
destroyed by one of the missiles 
that you carry - you start the game 
with ten. Points are awarded for 
every block destroyed. 



passage back to your side of the 
wall, where once again you must 
move fast to hit it. 

Different blocks have different 
properties. Some are destroyed 
from the front; others can only be 




► Bdifbwaker- 3-D Breakout 



If the ball passes through a gap 
in the wall, falling blocks can 
temporarily halt its return. But the 
sphere continues to make 
destructive contact wtth the rear 
of the wall tilt it has opened a 



destroyed from the rear, some 
offer extra lives or missiles,, others 
change the size of your bat or allow 
you to exit to the next screen. On 
higher levels, the destruction of 
certain bricks activates aliens who 
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Slow and unplayable, or the best of its genre? 



JpaulL 



" You can go only so far writh a concept before the additions take 
over the original idea, and this is the main problem with 
Bailbreaker, Working out the 3-0 and collision-detection takes 
the computer so long that the game's play ability suffers 
unbelievably. rt f s vital with Breakout-type games that the speed 
is kept constant and the rebound angle realistic - Ballbreaker fails 
on both these counts and this bad design is infuriating. I have 
nothing against the 3-D idea - it's surprisingly attractive - but 
" " " should be improvements. " 

62% 



can easily remove one of your 
bat's lives with their lethal touch. 

J COMMENTS L 



Joysticks: Cursor, Kempston, 

Sinclair 

Graphics: mainly 

monochromatic with 

decorative display panel 

Sound: good 128 tune and 

spotFX 

Options: definable keys 

General rating: a playable and 

new twist on an ageing theme 



Presentation 79% 

Graphics 77% 

Pfayability 59% 

Addictive qualities 

OVERALL 64°/ 




LIKE THE OLYMPICS, 
OT SILLIER. 

Sport. But this time the Competitors are bred for the events, 
;k ?oeed and timing against other players on the computer 
)jzc- r re athletic events. 

nc ide little numbers like headslinging, psychic judo, 
tartfhon, space hockey and slither 
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MASK II 

Action packed adventure of the hi 

IViask team in more danger filled 

miss(w>ft against the evil forces of 

Venom. Man and machine In 

defence of the world ai 

treasures. An exhilarating chaUervge to 

ail gamora whatever their interests. 
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TOUR DEFORCE 



From the instant the 

s tartar shouts 

"GerrtJomen start your 

pedals" to the last 

gruelling moments, you'll b« banging 

hoada wHh five of the dim n out, tuughes 

bikers to ever pump podals. And IF I 

not enough the course l» some-thin 

5f>fyciaJ too:- Potholes^ Manhofl 

Cekeholes, Accholes, Bolde 

Skunk*. Snakes, Cha 

OilsHcks.teepatches, Bridge*. Baar 

traps autd much mora. So c limb 

aboard your Veto Mark f V and set 

off In pursuit of that coveted 

Yellow Jersey and experience the agony 

and ecstasy erf 

International 

tng as it realty 

happens, 

CBM 64 tze 

£9.99 C 

gjJJ £14.99 D 

AMSTRAD 
£9.99 C £14.99D 
TRUMC7.99C 
ATARI ST 
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IN THE LAND OF THE BLIND 

THE ONEl^VH^'D MAN IS KING 
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The autumn is with us and winter drawers on. Having just finished 
writing up a few of the earlier months of the year for the Christmas 
Special Lookback article, I'm reminded that the 'summer software 
slump 1 seemed late this year, and that it should have ended with the 
PC WShow. However, the quantity and quality of games received for 
review this issue seems to have been dire, with few notable 
exceptions. Honestly, one does expect something to brighten up the 
encroaching gloaming, and fires of fallen leaves cleared from 
around the winter vegetables Isn't quite what I mean. Still, enough 
of my moans, I'm sure you've got plenty of your own! I'll kick off with 
the Letter Of The Month which has something to say about 
responsibility . . . 



A REASONED VIEW 

Dear uoyd 

Please do not dismiss this as 
another fanatical complaint; at 
least, not until you have 
considered rt seriously. 

Firstly . violence; I am not about 
to claim that Satan is possessing 
Oliver Frey, or that CRASH 
corrupts small children. I am 
merely offering some advice. 

I'm not shocked by the artwork 
in CRASH, and neither, it seems, 
are most readers. Out some 
3 are. These people are 
mostly outsiders to the world of 
titers; parents who happen 
to see CRASH once in a while, or 
concerned Christians who see it 
on newsstands. It's all very well to 
make fun of these people, but their 
opinions count. The attitude ol the 
general public towards 

computers, computer games and 
computer magazines is primarily 
one of either scorn - thinking the 
whole business to be infantile - 
disgust or outright hostility. 

As I said, these people are 
outsiders, whose opinions are 
often misguided, but their views 
are becoming widespread. 
Recently an article in The Guardian 
condemned computer games for 
the same reasons as the writers of 

etters in issue 43 g 
Alongside the article was Oliver 
Frey's Barbarian illustration, I 
found the whole thing laughable, 
but at (he same time I realised that 
many people would read and 
believe it. Mocking the people who 
complain is just escaping 
problem: the computer world is 
getting a very bad reputation, and 
CRASH is just enforcing it. 

Your CRASH History was a very 
. reminder of what Oliver's 
artwork used to be like: can 
anyone honestly say they prefer 
the Barbarian cover to Issue 5. 
F^eh if you Ignore the question of 
• ' matter, the artwoi 
."surably better. It is cleaner 
and much more detailed, ai 
my opinion has never been 
equalled. What's wrong with a 
return to the old style? The early 
covers were dynamic, excellently 
drawn and above all, or lg 

If nothing else, this return would 
CRASH more popular with 
parents and the general public. 

Secondly, sexism: Of course, 
there's nothing dangerous or 
obscene about CRASH, but the 



attitude towards women you, the 
software houses and some 
readers seem to hold, is infantile, 
annoying and, to my mind 
offensive. 

The arrival of Hannah Smith was 
like the appearance of a girl in an 
ail-boys comprehensive. Remarks 
'girlies', 'girlie perfume', 
'girlie lipstiek' and so on popped 
up everywhere. Obviously this was 
meant as a joke, but it just shows 
your team's immature attitude. 
There have been other Instances 
since, but Issue 45 was particularly 
bad. The Athene review included 
phrases like "voluptuous Athena, 
goddess of wisdom - worra 
woman', "tired of cleaning her 
heavenly home', our 
beauty", 'our dynamic ds 
and 'the curvaceous fighter'. 

Okay, so reviews are supposed 
to be lively and punchy, but this 
smacks of Page Three. I don't 
know who wrote ft, but whoever 
did should be advised that to be a 
hip jive {they all evidently want to 
keep up their reputations) you 
don't have to resort to schoolboy 
humour. 

A smalt, but telling point, is the 
letter about the typical Game Over 
advert: 'the artwork was cunningly 
done over the . « , urn . . , 
naughty parts'. Your reply 
mentions J the offending part', Is 
the word "nipple' really so 
embarrassing? Oliver Frey's 
artwork worsens the situation: his 
illustration on pages 98-99 of 
Issue 44 was typical of his brand of 
pseudoporn. Just because Palace 
do ft, do you have to f o I 

Ail these points seem minor, but 
they paint a sorry picture of the 
computer world - populated by 
immature males who either lust 
for, or giggle at women. 

I think Tve backed up my points 
reasonably, CRASH is the leading 
computer magazine in the Ulv 
can't you set an example to 
others? 
Will Broker, London, SE18 

As so much has already been said 
the Barbarian cover 
artwork, and indeed many other 
OH Frey illustrations, I won't dwell 
on the subject, other than to say- 
that your reasons for your unease 
do you credit Will. 

the Athena review was 
obviously poking affectionate fun 
at the whole hyperbole of gods, 
goddesses, superheroes, 



ultraspeed arcade action etc, 
which in truth most CHASM review 
intros do. It's true that nearly all 
games have male heroes - the 
'sexism in software ' which was the 
subject of recent correspondence 
in the Computer Trade Weekly 
paper - but CRASH is only 
reviewing other people's product. 
The problem may manifest itself in 
these pages but it doesn't start 
with us. And if we said 'nipple' in 
CRASH - used in its most obvious 
context as a part of female 
anatomy - I've no doubt we would 
receive dozens of complaints far 
less rational than yours! 

Incidentally, the illustration 
referred to from Issue 44, was 
originally painted by Oliver as a 
background to a CRASH MICRO 
GAMES ACTION mail order 
advertisement placed in other 
magazines before CRASH 
magazine even started, so I'm not 
so sure whether your reference to 
a cleaner age for Oil really holds 
water! 

Still Will, for being a rational 
Forum correspondent, and tor 
raising some interesting points, 
I'm giving you the £30 software 
prize for Letter Of The Month. Let 
us know what you would like to 
receive. 
LM 

MISDIRECTED 

FOOTBALL 

Dear Lloyd 

As a busy father of three children, 
I don't gel much time to play 
computer games, but one which 
has had me riveted over the last six 
months or so has been a.gai 
called Football Director. I was 
therefore amazed to see it 
reviewed in October'sCRASH and 
given only 13%! 

As a football strategy game. It 
easily surpasses all others and is 
far superior to the much-praised 
f-oi-da\e Football Manaoer 



It is by far the most realistic and 
challenging game of its type. 
My son Stephen (aged 1 2) 
agrees with me and has spent 
many, many hours playing the 
game. It certainly requires 
patience, thought, and the ability 
to suffer setbacks calmly, and it s 
not easy, but that Is all part of its 
appeal! 

Mike Gibbard, Sandford-On- 
Thames, Oxford 

As is usually the case, personal 
1 1 dictates preferences, but 
before! give my answer, I had 
another outraged letter on the 
same subject . . . 

Dear Lloyd 

Upon reading through my latest 
CRASH 1 came across a review for 
Football Director. Ah! This will get 
a good review, 1 thought. Rut when 
I glanced across the page I noticed 
the ratirigof 1 3%. Aprintfng error, 
I thought, but when l checked with 
the comments I realised this was 
no error. Have you gone mad? 

I own well over 20 football 
games and I can tell you this Is by 
b best. Just because it has no 
graphics or sound doesn't make It 

} sh, The colour is well used 
despite what your reviewer said, 
and it has five times as many 
features as Football Manager. 
although your reviewer was 
obviously too stupid to spot them 
(eg European Cups, £1 .000,000 
players to name only two). 

And whoever reviewed this 
game must have a minimum 
knowledge of football due to the 
of the lean 
tors'), and you even got the 
price wrong. I -tan strongly 
recommend this game lo any 
football fan, and it's worth every 
Pftnny, 

Michael Sharkey {ex-CRASH 
reader), Stockport, Cheshire 

You 're probably right that naming 
the team 'Truckers ' on our screen 



THE NEW 

DIMENSION 
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shot left us wide open to attack, 
but don 't make the mistake of 
thinking that was a reviewer, for 
the screen shots are not the 
reviewers 'department On the 
other hand, I think you are picking 
on a rather unimportant point 
there. 

Whiist I went along with Derek 
Brewster's oft-stated argument of 
some three years ago that just 
because. adventures were written 



largely in BASIC, or because they 
used the unredetined Spectrum 
character set, that it didn t mean 
they coutdn 'tdoan adequate job - 
presentation isn't everything if the 
game underneath is great m itself. 
However, I fail to see why ' football 
manager 1 fans shouldn tget 
properly presented programs, 
arid, as the review pointed Gt 
many important respects Football 
Director is tacking. The response 



NEW — TRANSFER PACK 4 

SPECTRUM TAPE TO DRIVE 



A software system to convert many old and new TAPE based 
programs to your DRIVE (no matter wtiat type) + OTHER USEFUL 
UTILITIES. Most jerky programs and others (e.g. wrth zero counter) are 
EASILY converted to diwe. Pack has at least 7 programs! Opus/Seta 
owners add £1 for OPTIONAL extra program. State TYPE of Spectrum 
+ name of drive when ordering (e.g. J28K Spectrum and Microdrive) 
£11,99 on TAPE (£12,99 on cartridge for 48k Spectrum* only). (C6 if 
updating) 

INFORMATION SHEETS - £1 each - approx 6 TRANSFERS Of 
POPULAR programs per sheet - needs TP4, Up to No. 50 available 
SPECIAL DEAL - Nos 1-20 for £3. N oa 21 -30, 31 -40 or 41 -50 E3.50, 



M/DRIVE OWNERS NEED MICROTRANS 



MICROTRANS 2b - for nrVdrive to rn/drrve back-up. easy ERASE, tape 
to drive (rnc headerless) - does NOT convert programs. Includes MICRO- 
TAPE andRUN programs. ONLYC4 on TAPE. £5 on Cart. ALL Spectrums 
CODE COMPRESSOR - Many uses, but ideal for use with hardware 
devices that dont compress saved code! ONLY £3.50 
NO RISK! - ALL PROGRAMS CARRY Oilfi WOMEY BACK GUARANTEE {not updates) 



LERWI DEPT Cfi 1) BEACONSFIELD CIDSE. WHITLEY BAY NE25 9WU. iTel.ffll -2533625* 



r 




SPORTS SIMULATIONS FROM E & J SOFTWARE (Established 3 Years) 
■SKlLL...TACTiCS...D£ClSlONS..STRATEGY,..SKILL..TACTtCS... 

12^*S S1r * te 9Y Games packed wrth GENUINE FEATURES to mata} shem the most REALl&r- 

CfHCKET MASTER ; A SUPERB SIMU- 
LATION OF ONE DAY INTERNATIONAL CflfCKF.T 
- Captures the Atmosphere and Drama ol 0* «rw 
day gam* - Weather, WKfcet & Outfield Coo*- 
■Me, BMBng .s BowrlrtQ r •.-..,.,. i Tmfm BulwJliji, 
? sL ?P , J»*JW'l" n Pace SOLO'S 4 Tvpbb of Banmnn. Setect Fiekl Layout. 3 SkiU Levels Wwtes 
Byes , No SajBJWisrw*^ Dropped Catches *fc eta, Scoreboard. Belting & Bowling Analysis Run rW 
«un Smgte Option, 3 Game Spews * * Star FeeVe - Complete Malcti Owvww, indudnw fiat by 
bbr Adion £ Commentary + * plus Mam- Many More F*aiures 
Price £7.85 Including a FR66 t«t of CRtCKCT MASTER SCOHESHEETS 

3 FOOTBALL MANAGEMENT GAMES ONLY £6,95 EACH 

£?JF**™ R !l V A COMPREHENSIVE mo EXCITING LEAGUE GAME Can yog harm-to all of 
ihe - PWy Afl Teams Horn* & A»», Transler Market thai allows yoy 10 buy any player in ktaou«-seH 
yoLf pilars to any ofhw i«wn, Fu# Team and SuteliMe Selection, M«JCh Injuries Match Sudso- 
Mtorak fwiM 4 Recorded Goal Scorers, Team Morale {all teams}. Trans.'* Demands imuty T.™ 
Financial ProWeros. MaJcft Atunoartces, Bank Loans. 7 ;,, ■•..r.agers Salary Conhnuna 

Seasons. Job Offers or Dismissal based on your performance, Printer Optton Save Game are) MORE' 

EUROPEAN II : A SUPERB EUROPEAN STYLE COMPETrTION - Enjoy ** atmosphere of 
Ewopean Cup Tiasi - Home & Away Legs. Full PeraHy Stool nu iwuh SUDDEN REATHi 2 
Subatautos Attorned, Full Team akJ SubsWute Setecfon, Away Goals Count Double, E«r« Time t 
am Levels, D,sopimarY Tabto, Printer Option, 5av« Game, EUROPEAN tl includes a coftwrefiensve 
lew M*fch S-nulatwfl wih Urmse GREAT FEATURES Match Tw*c , Named & ReoprtfW* Goal 
«M f Sen*rw^ar«MOREf ' G ° a ' T,m9S lnJu " 9 *' Bo0 ^ n 9 a - 0»sa"PWKf Geab injury Time, Penal- 

* Sf !££ ,AL FEATlJRe - iranninr your PREMIER II wirwoig Side into EURCPF AH II * 
Both Iheso GREAT gamea can be played separately or as comparnon gamr»s 

WORLD CHAMPtONS : A COMPLETE AMD EXCITING WORL,D CUP SIMULATION - Takes 
you trom thu hts? wami up inandliw ihrough the quBlilying sages and on to THE FWALS! - Sflued ol 
ILSfr 6 ' 5 ■£? K ' F,,er ^ Miches, Oualrfyino Round. 2 Subslitmee Allowed Oiscfl)*»tary table 
S5?A?i"' S^??" 8 ^ ™y ef3 9*" **penencecaps as- eompetjtion prooresaes. Extra Time, Penalty 
Shooi-Oul Quartor Fmal Group 7 SfciH Levete, Printer Option. Save Game WORLD CHAMPIONS 
w**oes acompreJuensive text mwch simuiBtlon - Goal Times. Bookings, injuries, Na»ra>d Recorded 
Qoat Sc-or«s, Injury Time. Maseh Clock, Sending OH, PonelMM, Corners, Free Kicks. IKW MORE ! 

All games for ANY 48K SPECTRUM, supplied on 

tape with full instructions and price includes P 4 P. 

GREAT VALUE Any 2 Games Deduct £2,00 from 

total 

SUPERB VALUE Any 3 Games Deduct £3.00 

from total 

FANTASTIC VALUE Buy ell 4 Games Deduct 

£5.00 from total 

Thes© games are available by MAIL ORDER ONLY 
via our First Class Service. All are available for 
IMMEDIATE DESPATCH by 1st Class Post 
and are securely packed. 

From: E & J SOFTWARE, Room 3, 37 Wastmoor Road, ENFIELD, 
St Middlesex EN3 7LE 




is slow, due to the BASIC 
programming!, although in 
fairness, there is a tot more detail 
packed in than ever there was in 
Football Manager, 

And an argument which may 
well be put up, that the reviewers 
in question were ail unsympathetic 
to this type of game, avoids the 
point that had they considered the 
program to be much better than 
they did. it would have received a 
far higher rating, EVEN IF this still 
didn't satisfy your view! Oh. and 
we DiD get the price correct, 
althoughyou can also buy it direct 
from D&H Games for £7.50 
LM 

BOXING CLEVERLY 

Dear Ltoyd 

Having read CRASH since Issue 
1 5 , 1 Ve witnessed many changes 
rn the reviews. Amongst them are 
the additions of the reviewers" 
names and marks, and the use of 
fuJl-colour throughout the reviews. 
The introduction of a 
Presentation rating was long 
overdue as was the withdrawal of 
Use of computer and Getting 
started. 

However the removal of the 
subheadings Keyboard control. 
Skill levels etc, leaves the 
comments box looking very 
obscure, 

Z2AP! 64's comments section 
is brilliant sincethey explain why a 
game got 95% for o^aphlcj 
12% for testability for example. 
Why can't (or doesn't) CRASH do 
the same. I have written my own 
pie. 

Zynaps - Kewsen £7j9S 

Keys (deftnableVKampaior!, 

Cursor. Interface 2 

Presentation 90% 

Af tractive title screen, 2-player. 

pause, quit arvd redef Irtabte keys 

options 

Graphics 03% 

Fantastic detail, smooth scrolling 

and super use of colour 

Sound §0% 

Great tune, range of atmospheric 

effects 

Piayabi%02% 

Easy to use control memod and 

icor»rnake for instant fun 

AddlcHve Qualities 91 % 

1 2 fast and funous (avals of arcade 

action, enough to keep ev-en Ben 

Stone going for months 

Overall 91% 

A classic shopt-'em-up, knocks 

Nemesis for six 

This still incorporates all the 
comments box features and 
makes the ratings stand oul more 
as well as making them more 
informative. So come on Lloyd 

iiprove the comments box 
so H matches the high ZZAPf 
standard. 
Ian Kerr, Northwick, Cheshire 

Tihe Frontline comments and 
ratings are combined in this 
way . . . it's really a lot to do with 
tradition. AMTiX! also had a 
system like ZZAPf, but they both 
came after CFIASH and so Could 
be seen ae an improvement . . . t 
suppose, though I'm not 
convinced of that t know from my 




duties on ZZAPi that those . 
comments, so easy to deal with for 
a great game, become a tyranny to 
the reviewers and have always 
been regarded with very mixed 
feelings. 

Then you must consider the 
original aim of CFIASH reviews {in 
the dark days when a magazine 
review was traditionally 50 words 
long and three months after the 
event), that the actual written 
criticisms, followed by the 
comments box, should provide afl 
the relevant notes to explain the 
reasons for the ratings. This was 
because Roger Kean deeply 
wanted the criticisms rather than 
the ratings to suggest the value of 
any game. 

I started by saying the reviews 
are a tradition, but as you say. we 
have altered their structure from 
time to time, and it may be thr 

i 't perfect, but I fee! strongly 
that to add further weight to the 
ratings by providing comments 
explaining them is 'really only 
doubling up. and runs the risk of 
undoing CRASH 's original stance. 

What do other readers think? 
LM 

THREATENED 
PROTECTION 

Dear Lloyd 

Through ail the years I've been a 
CRASH reader, people have never 
stopped sending you letters 
slagging off our Oli. Well I'm 
sick of It, so a short time ago, in the 
hours of darkness, hidden away 
from the eyes of the law, a secret 
organisation was formed, called 
the, Oliver Frey Protection 
Society. 

if we see anyone in any way 
saying the slightest niggje of a 
complaint about our Ofi, then our 
I ers who live in the victim's 
district go on a little visit to the 
unlucky person for a weeny d 

This should soon bring an end 
to the problem. Enclosed with t h is 

a your very own 
membership card. You can start a 
branch of the club in Ludlow, 
Remember readers, we're out 
there watching you . . . 

Watch this space for the Oliver 
Frey Fan Club coming soon. 
Da Boss Man. Litttedale, 
Sheffield 

/ 'm already a fan; and here in 
Ludlow, if you 're not a card- 
carrying club member, they can 
haul you up before the Un- 
Newsfieid Activities Commission. 
That's bad. 
LM 

TAI-PANNED 

Dear Lloyd 

I buy your mag for the previews 
and reviews, because Hike to 
know what is coming on to the 
market, and if I'm to buy a game I 
find rt very useful to know basically 
what I'm going to get for my cash. 
Also. I appreciateknowing that if a 
game has been REviewed rather 
than PREviewed, I can go oul and 
buy it without a six-month delay 
waiting for the game to be written 









r ; the advertising. 

Therefore, having seen the 
preview of Tat-Pan (and all the 
reviews in other magazines} I 
thought could this be another Elite, 
the game to end ait games - 
When can I buy this 
wondrous advance in computer 
software technology? Why, when 
CRASH gives it a review, this 
happened in August and off I went 
in search of my new alter ego. I 
looked in Swindon, Bath, Exeter, 
righam, Barnstable, 
ig, and even went to 
Basingstoke (and to actually go 
there I must have been desperate), 
but no Tai-Pan, l was starting to 
think that maybe it only existed in 
Ludlow, but no-one knows where 
that is, so t couldn't find out. 

So what do you think you are 
doing? Why join the ranks of other 
magazines by reviewing 
nonexistent games?? How do I 
end this letter without becoming 
offensive? How do I say that if you 
do this again I sha//find Ludlow 
and come and stick your mac; ; 
up your nostril? Why so many 
questions? I don't know, so ill just 
say; 

Yours sincerely, (oram l) 
Kevin Whittle, AJdbourne, Witts 

Weil now and again, Kevin, we do 
review games in CRASH whir: 
don 't appear tor sate tiji after the 
magazine has gone on sale. 
Firebird's Gyron, one I can recall, 
was reviewed some three months 
before it appeared (though I think 
we did say it would be a while). 
That was, and often is, because we 
get a reviewable copy and we think 
our job is to inform youa$ soon as 
i. Then of course, there are 
those instance, Mfoe-Tai-Pan 
where, with the best of intentions, 
the software house has problems, 
Tai-Pan ran into unforeseen 
programming compression 
difficulties, especially for the 48K 
Spectrum. Compared to other 
magazines, we did look a bit late in 
reviewing it, though the very fas; 
finished 128 version arrived only 
days before going to press, so 
arguably CRASH was the first with 
a finished copy review. It was then 
two weeks after CRASH came out 
before Tai-Pan 's on safe date 

Sorry if you feel we let you down, 
but Ludlow's ever so hard to 
find. . . 
LM 

THETOP480K 

Dear Uoyd, 

You wanted more computer 
deejay's with charts to write in, so 
m with my Top 1 on a 48K, 

1 Quazatron 

2 Stainless Steel 

3 Ping Pong 

4 Ghost Hunters 

5 Zynaps 

:idium 

7 Ranarama 

8 Mlkie 

9 Starquake 

On a different note, CRASH is now 
an all colour mag. great, so why 
were there a good half dozen 
screen shots in MONO? This 



carelessness totally ruined the 
lookof JfecL 

Apart from that, CRASH has 
improved tenf old since I started to 
buy it. All the extra features . . , it's 
Just unbelievable. The arcade 
reviews are especially good (even 
if you ar© a little late with some of 
them. I spend a pretty penny on R- 
Type and Double Dragon in early 
July). 

I must also congratulate 
IMewsfield on the release of their 
new baby - THE GAMES 
MACHINE. It is absolutely br: 
It was amazing how many features 
were crammed into so few pages 
{ 132 pages -few?) 

May you have a long and 
prosperous future. 
Richard Davy, SiJsden, W 
Yorkshire 

«a you can't win! The 
monochrome screen shots of 
Xecutor, Sun Star, and Solomon's 
Key happened for the simple 
reason that the games arrived too 
late to be in colour. Would you 
rather we had left them out till the 
following month? You see, about 
four days before CRASH goes to 
press is the last possible moment 
ting can be in full colour, after 
that it's black-and-white or 
nothing. Thanks for the other kind 
comment though! 
LM 

DISGUSTED, 
HORRIFIED, 
APPALLED 

Dear Lloyd, 

I was disgusted when I picked up 
CRASH 44 and saw the front 
cover, How dare you print such 
rubbish with the full knowledge 
that 20-year-olds read this mag. 
Don't you realize what the sight of 
a navel can do to adults of this 
age? 

If OH Frey is so obsessed with 
navels, may I suggest he joins the 
BBC (belly-button club) instead of 
inflicting this perverted trash on 
innocent adults. 

I put up with the picture 
gruesomely depicting a red 
carnation on Fred Astaire's lapel, 
but now you have gone too far, I 
am cancelling my 30-year-old 
son's subscription as I feel you 
obviously cannot be trusted to 
pri nt decent and nonpomographic 
pictures on the front cover of your 
magazine. 

May I suggest in future you take 
more care and do not print such 
bloodthirsty pictures, as well as 
acting more responsibly towards 
20-year-old youngsters. 
Ben Wood {age 1&3 2/3), 
Southwell, Notts 

Historically speaking, red 
carnations were not a bloodthirsty 
symbol, but more a romantic 
notion that the wearer was about 
to burst Into song and dance. 
However, as they were usually 
only seen by other people in black- 
and-white (probably because they 
arrived too late to be reviewed in 
colour, or perhaps because they 
hadn't yet invented colour film 
stock), no-one was upset bythern. 



Sony we upset your tender-aged 

son. 

LM 

PAH THE 2MB 
FLAMES 

Dear Uoyd 

in recent Forums, there seems to 
have been a discrepancy in what 
The Bug thinks the role of fanzines 
is, and what almost everyone else 
thinks. As the editor of a truly 
unbiased fanzine, Reflex, I think I 
should put forward my opinions on 
the matter. 

Contrary to what Jeffrey Davy 
believes, fanzines are not, never 
were and never will be the biggest 
force in the software industry. 
However, the rising number of 

ies seems to suggest that a 
large market is out there for them. 
'f I may draw a comparison, I see 
fanzines as equivalent to budget 
software; general ly poorer q i 
but selling in sufficient quant 
for the software industry tc sit up 
and listen. As stated by Barn 
Page in the article, The Budget 
Boom (CRASH 45).' . . . and when 
you're blowing a £1 note anyway, 
you don't miss another couple of 
quid', 

The same Is true for fanzines. If 
you spend £1 .25 on CRASH, you 
won't bother about another 30p 
for an eye-catching, straighMo- 
the-point fanzine. Mastertronic 
don't whinge and moan about 
companies like Players, Code 
Masters and The Power House 
coming onto the market and 
stealing some of their revenue, 
when they're all budget houses. 
Sq why do The Bug get upset 
when more fanzines get 
published? What are they afraid 
of ... ? 

What is attractive about 
fanzines is that their views are 
generally fresh, sometimes 
controversial and they give thesr 
readers what they want - 1 00% 
computer entertainment from 
people of around their own age. 

The above reasons would 
appear to be the very reasons why 
I feel The Bug has failed. They see 
themselves on an equal footing 
with CRASH, Your Sim 



Sinclair User etc, and it leads to 
their 'editorial team' writing stale 
and arrogant dogma in their 
magazine. It can also bfind them to 
the reality of writing a fanzine and 
lead to silly fantasies which are 
surely above 16 loy-s 

(eight telephone lines indeed!)? 

7?ie Bug's views are a: 
laughable, at most dangerous. 
What place has 'loony left ' 
propaganda m magazines aboui 
computer games? Ttie Bug is 
bought by readers presumably 
because of its discerning reviews. 
not because people want to find 
out what the lads have to say 
about the latest 'sexist, racist or 
heterosexist ' games (I don 't thi n k I 
care to find out what qualifies as 
'heterosexist"). 

i find The Bug's attitude to be 
one of rank hypocrisy, which is 
borne out by Jeffrey Davy's 
remarks on Your Sinclair's Fanzine 
Of The Year awards. Although he 
round the competition distasteful 
and unfair, it did not stop him 
entering The Bug and accepting a 
£50 prize! I'm sure this £50 could 
havegone to a more gracious (and 
probably more deserving) fanzine. 

If CRASH readers axe sick of 
hearing about The Bug and their 
political editors (and I don't blame 
them!) then they should contact 
Reflex -a totally unpolitical games 
f anzi ne - at 21 Berry Drive, Irvine, 
Ayrshire, KA 12 QLJ, with 30p for 
the latest issue, I would aJso highly 
recommend EPROM from Tony 
Worrall T 328 The Mattings, 
Penworthan, Preston, 
Lancashire PR1 9FD. Both of the 
above are unashamedly dedicated 
to. Spectrum games, not the 
Labour Party. 
Phil Graham, Glasgow, G432BY 

I can see some point In your 
comparison between famines and 
mags like ours for those others you 
mentioned that I'm not allowed to) 
and budget ahd full-price 
software, although it fails in the 
sense that newsagents don 't 
actually sell fanzines on the 
counter alongside their regularly 
distributed magazines, Roger 
Keen told me he met Jeffrey Davy 
on the ftrst day of The PCW Show 
at the opening press conference 
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(where, incidentally, tlie revered 
and much-bracketed one made a 
speech of some sort), and he told 
Roger he was pleased, at least, 
with the recent publicity they had 
received in CRASH. 

On page iSQofthisi- 
there $ another Famine File for 
you to peruse, but in the 
meantime, does AN TONE have 
anything good to say about The 
Bug - surely someone must! And I 
don t mean yon Jeffrey, either' 
LM 

CRASH NO 
HUMOURSHOCK 

Dear Lloyd 
A few points: 

t . The CRASH Sampler was great 
The loading screens from Mean 
Streak and Athena were fab, the 
graphics from Driller were brilliant 
anrj the music from Trantor was 
amaang. I for one will definitely 
buy Trantor, Driller and 
Warriors as soon as they come 
out. 

2, In the October issue you printed 
a letter from John Hay, who said 
CRASH was boring, with no 
sparkle Of humour, CRASH Ig the 
most exciting and original 
computer mag in the country. 
Things like 3-D pages, free demos, 
CRASH History, great 
competitions, video reviews and 
more pages than any other mag 
prove my point. 

CRASH sparWes from cover to 
cover and has just the right levd of 
humour in it. Humour in other 
mags such as Your Sinclair and 
Sinclair User is far too chile 

ave nothing serious In them 
at all. 

I first bought CRASH Issue 10 
and I didn 't even have a Spectr u m ! 
(owned a Vic 20, and didn't realise 
CRASH was a Spectrum-only 
magazine. After reading it I parted 
company with my Vic and bought 
a Speccy! I've been reading 
CRASH ever since, and It's 
improved with every issue. /' 
all, CRASH is the real thing. 

Mow that we must pay an extra 
25p surely we deserve to see a 
photo of your good self? 
Norm Bums, Belfast 14 

No you don't, the 25p's got 

1 7 to do with it! Besides (and 
herecomes the truth, at long last), 
for so long t existed in CRASH 

ut a photo - as did Roger 
Keen for that matter- that It 
became a sod of lucky charm not 
lo appear. Now it's what some 
people would cafl a phobia. 

I don 't think CRASH has tost any 
of its humour and certainly noneof 

irkfe. Okay, it has lost some 
of those amusing tittie speefing 
errors we used to have (because 
Bamaby can spell and Roger used 
to have what he called a creative 
freedom from the conventional 

■ >-fts of language), but have 
you noticed how some of those 
other mags you mention (but 
which I m not allowed to) have 
adopted the funny little ways 
CRASH used to have with spelling 
andgramm 
LM 



A SPARKLESS 
INDUSTRY 

Dear Lfoyd 

I've never written to a magazine 

before, but fert f had to after 
reading John Hay's letter In the 
October issue. 

I felt his comments were correct 
if somewhat misdirected. Before I 
get lynched, let me explain! 

^ays that CRASH is boring, 
lost its sparkle, etc, What he 
should have sand was that the 
computer industry in general is 
and tacks excitement, 
' irted learning about 
computers in 1982. In those days, 
a 5K Vic-20 cost me £200. Then, 
along came a new breed of 
computers -smaller, larger 
memories and better graphics. 
Then, hardly a week went by 
without some innovative new 
computer or peripheral appearing , 
New computer companies sprang 
upove -king livings from 

their garden sheds 

That was what kept the industry 
alive and buzzing with excitement 
-new and interesting computers, 
peripherals and innovative 
software - didn't you sit, mouth 
open, stunned, after playing The 
Hobbit for the first time? I know I 
did! 

Nowadays, thereare no new 
computers - the only 'new' 
machines are really old ones with 
a few extra bits boiled on; the 
Spectrum -f 2/ 4 3 are to all intents 
and purposes Spectrum 46s with 
a few extra chips end data storage. 
Likewise the Commodore 128 has 
very little new over the C64. 

We don't even have the 
prospect of new and innovative 
software to look forward to. Well 
over 99% of all new releases are 
arcade machine conversions, or 
poor-quaHty licensed games. 

Original games are few and far 
between, unfortunately. What's 
needed is a change. If the 
hardware has been pushed to its 
limits, then maybe it's time for 
some totally new hardware. 

If this can't be done, at a price 
the man in the street can afford, 
then I seriously fear for the future 
of the computer industry. 

As for CRASH beina boring, ail I 
can say is, 'Rubbish! 

I have bought CRASH from 
issue one. and have found that i: 

atured considerably overthe 
years. It has adapts well - giving 
people exactly what they want - 
done largely by the annual 
CRASHtionnaire. 

If my letter has a vaguely 
nostalgic air, I can assure you, I am 
a very enthusiastic 19-year-old at 
the end of October (and extremely 
spr Italy for my age!) 
John Pariata, Allenton, Derby 

/ can always lend you my walking 
frame, John, when it all gets too 
much. I think you're being a bit 
hard, though, on this poor, bruised 
industry. Over 99% for arcade/ 
licences is a touch exaggerated, 
and sometimes they're very good 
too. It is true that hardware 
development has slowed of late, 
but on the of her hand, you can't 



really have a healthy peripherals 
and software market if the 
machines-are changing every year. 
it was the very stability of 
Spectrum and CBM 64 sales for 
three or more years that has led to 
the quantity of software we enjov. 
And there is a choice of other 
machines now, if you want to 
spend the money. Acorn 's 
Archimedes (boring name) is a bit 
beyond my means (and most 
people '$ t suspect), but it 's agreat 
machine- 'course, there's only 
one game for it (written in BASIC 
too), so forabityei. I'd stick to the 
Spectrum and practise with that 
walking frame! 
LM 

A PAIN IN THE EYE 

Dear Lloyd 

I was interested to read Maria 
Lyne's letter in the October Issue, 
asking about the eyestrain and 
headaches caused by using 
computers and VDUs. I too work 
with computers, though not to the 
extent of eight hours, maybe just 
two to three, but we in the Civil 
Service have been blessed with 
lots of various reports, research, 
bumph, and general silliness, and 
as a result the trad© unions end 
management have reached 
'various agreements' and made 
certain rules. 

As a rule, staff are advised thai 
they are only to input, etc, on VDUs 
ur hours a day and only one 
hour at a time with a 1 5 -2 m j n ute 
break away from the VDU. 

Various other things have come 
about too, like the siting of VDUs in 
' i ce. Apparently they should 
not be up against walls , etc, as you 
have no depth of vision beyr i 
terminal. And, when you are 
inputting, look up now and then to 
readjust your eyes to focusing 
longer distances and then get 
back on with it! 

There are also more technical 
things like how to sit at the 
terminal, a recommended 
distance that your eyes and arms 
should be from the VDU/ 
keyboard, (this to prevent 
tenosynovitis, a condition where 
the cartilages in hands and fingers 
swell up and deform (or something 



like that!) as long time typists/ 
computer programmers may well 
be painfully aware* 

And so on and so forth, and 
although this may be very boring 
stuff to a lot of micro users, I 
suppose it's of interest to some 
who work with them all day every 
day. It's also interesting to note 
that some doctors advise that 
pregnant women should not use 
VDUs. 

But as you stated In your reply 
to Maria, there's a lot of 
controversy about this, and when 
'experts' disagree with ' experts" , 
well, things start to get rather 
boringly confusing! 
Andy White, Cwmbran, Gwent 

If this keeps up, we 'II have 
everyone in CRASH Towers 
getting up for 15 minutes every 
hour, and only working half days! 
The notion of not siting a computer 
screen up against, a wall is quite 
sensible, I would say (although the 
one I use is), or at least near a 
window you can look out of, but In 
truth, anyone whose work forces 
them to work closely to it, should 
expand their vision frequently, 
otherwise the eyes do grow tired, 
and you feel dizzy when you stand 
up and have to refocus, 

I wonder whether the increase 
in reading (after all. before the turn 
of the can tury hardly anyone read 
anything) has led to worse 
eyesight in general? (suspect not 
significantly. But more people 
wear glasses now, you might say. 
True, but again, before the turn of 
thecentur : d afford 

glasses? And how many opticians 
were there to provide them in the 
first place? Perhaps one day the 
much-publicised horrors of I 
VDU will also become nothing 
more than an interesting historical 
footnote. 
LM 

FANZikE FLOORED 

Dear Uoyd 

I'm writing to you in defence of T 

Worrali's letter about fanzines. 

MynameisPhiiPaimer.lamie 
old. One of my friends and I 
decided to write a Spectrum 
fanzine for local enthusiasts, 

We spent ages planning and 
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typesetting articles for 
magazine. Eventually we had an 

The magazine was called Z80. 
We had thought of ways of 

illation, so we 
sent a copy lo Your Sinclair and 
also to CRASH. 

it just happened that CRASH 
was running a Fanzine roundup or 
so we thought. 

When CRASH appeared in our 
local newsagents I bought a copy. 
I turned to the Fanzine page where 
1 didn't find a roundup, more a 
slag-up of the Fanzines that 
people had spend so much t ime to 
write. 

Thanks to your magazine we 
lost a lot {well for us anyway), 
about 1 1 0, and our old circulation. 
Nobody bought even the first issue 
because you stated that if a 
fanzi ne had only just started then it 
probably wouldn't be worth the 
money. 

Before that month's CRASH 
had been released, we had a 
circulation of about 30 people. Not 
much , but a damn sight better than 
none at all. 

We also had spent money 
photocopying the 20 pages of the 
magazine and then still tried to 

a slight profit for the mag to 
be released at only 3Qp, 

Thanks CRASH. You've been a 
great help i . . 
Phil Palmer, Claremont 

You seem to ascribe a great power 

to CRASH and its Fanzine File 
articles, I'm sure they must have 
some effect on readers, but 
people aren 't fools, and they make 
up their own minds as to what they 
wish to buy and read. I find it hard 
to believe that 30 individuals 
would all, at the same moment, 
decide not to buy your fanzine 
because of something they may 
have read in CRASH. 

Bestdes which, Fanzine Flteisn 1 
there just to praise and promote all 
fanzines. It's constructive 
criticism. The warning given - 
perfectly clearly, I think - was not 
thatfirstissuesarebad, it was that 
people shouldn't subscribe to a 
fanzine when its new because 
many do cease publication quite 
soon. We have to protect the 
fanzines ' readers ' interests as well 



as their editors'. 
LM 

MORE CHARTS 

OearUoyd 

You wanna top ten music, you 
gotta top ten music. Well, sort of. 
I've divided it intc arts, 

one for 48 and one for 128. 

Speccy 48K 

1 Agent X fdoop be bop!) 

2 Nodes Of Yesod 

3 Gyroscope (when you win) 

4 Trap Door(don't you open that 
trap door!) 

5 Sweevo's World [why not?) 

Speccy 128 

1 Never Ending Story 

2 Stargiider 

3 Glider Rider {hate the game!) 

4 Daley Thompson's Supedest 
SStormbringer 

If you think your Hermes is bad 

then you should see the effort I'm 

typing this on. Olivetti 1 776 or 

summut! 

Super Sid, (alias Andy Haslam), 

Walsall. West Midlands 

Who says I think my Hermes is 

bad? 

LM 

THE ETON 
HACKING BONO 

To the super cool person who 
wears a sack over his head. Or In 
other words, 
Dear Lloyd 
I just had to write, {well not strictly 
true), about the playing tips i n yc u r 
mag. They're brill, However I feel 
that the hackers are taken for 
rrtsd. So, with no expense 
I spared, I have composed the 
Hacking Song to show that we 
appreciate the hard work they do 
lor all the mortals who can't be 
bothered to learn to hack - such 
asmel 

'Oh sugar!" I moan, 
I've been blown to bits'. 
With these wacky new games. 
You really need your wits 
Out of time in Enduro, 
Kicked where it hurts in Fist, 
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And my AGAV In Stargiider, 
too many hits! 

So I pray for the guys, 
Who reaHy know their stuff. 
Who make Stallone in Cobra, 
That extra bit tough. 
Whether It's Immortality or 

iessness. 
Which you seek and you need, 
They'll certainly make your Willy, 
{as in Jet Set), 
Anything but a weed. 

To me they are heroes, 

I'm sure you'll agree. 

Jon North is a wiz. 

So too the Hackers from Haxby. 

And all the other hackers, 

Too many to name. 

Who beat that old programmer. 

At his own game. 

No speed lock's a match. 
Although flashy and quick, 
ft may take them a while, 
Bui soon they can lick. 
Every complex system. 
Ever dreamt up to load. 
That garbage of waft 
. v call machine co 

Why do they do it? 
It can't be for free. 
Or ar © they the worst, 
A games player can be? 
But I do know without them, 
Lives would be lost. 
In those toughie new gam 
Some not cheap at the cost' 

Its a rough old world. 
In which to be alive. 
But at least with our heroes 
We'll continue to survive! 

To conclude, how about letting us 
see a mug shot of the hacking 
bunch, after all they must be about 
as clever as the actual 

Srogrammers themselves. 
lartin Harrison, Kendal, 
Cumbria 

Hackers from K i 

Send us a fax, 

Include your pix, 

That we may fix 

Upon you si:< 

Or are there five of you . . . ? 

(Thank you Martin). 

LM 

PROBLEMS WITH 
THE SAMPLER 

Dear Lloyd 

When I received the CRASH 
Sampler tape (October cover 
mount), I thought great idea. When 
I loaded it, I wasn't so sure. Surely 
how the game plays, the 
addictiveness and payability is 
important On Mean Streak, Driller, 
Trantorand Slaine, how do you 
test these features asaii you see is 
the computer controlling the 
action? 



mow 



My biggest quibble is over 
Sl&ine, it shows virtually nothing, 
except words flashing across the 
screen, and some fairly impressive 
pictures. What is the use of 
viewing a new system if you can't 
understand what is happening? It 
would not nave been too dfffl 
to allow you to move around in the 
game a little, would it not? And it 
would have given the reader more 
of an insight upon the game. 

Of the games which you can 
actually control. I found both Ikari 
Warriors and Athena good , and I " m 
chunking of purchasing both. I'm 
thai il the player had more 
control of the character in the other 
demos, they might be more 
impressed, leading to more si 

On a different tack, I would like 
lo express my views upon the 
poster I received in my copy of 
CRASH, that is the one from the 
Power House. 1 could stand the 
other drawings in CRASH, even 
Barbarian etc, but this poster Is 
totally over the top. It is truly 
disgusting. As soon as my mother 
sawit, shetore it up, such was her 
disgust. Please, no more posters 
(or drawings) like that, thank you! 
Michael J Brown, Ossett, W 
Yorks 

i hoped all the demos 
would be playable, and no doubt 

j the responsible software 
houses. However, there's many a 

vixi cup and lip, and several 
(after all, the tape was mastered 
long before the issue was finished) 
were unable to supply playable 
demos of the games intended for 
the Sampler. But I absolutely 
agree with your sentiments, 

" The poster: I agree with you as 
well! The poster (for those who are 
not subscribers - we sometimes 
let software houses include 
pasters with subscribers' copies) 
was f or the game Qoft AndCuddly 
from the Power House. I suggest 
you read Met Croucher's piece on 
violence in computer games in the 
next Issue of THE GAMES 
MACHINE, on sale from 19 
November, which has quite a bit to 
say about both the game and the 
poster. 
LM 




► Karl CowrJate caught In a rare 
moment of relaxation 



Thank you to everyone who wrote to the CRASH Forum this month, 
especially the many kind letters regarding NewsfieJd's new 
publication, THE GAMES MACHINE. Sorry I couldn't fit you all in, but 
keep trying! But thanks also to Karl Cowdate whose arm muscles 
have become enormous over the past two years from hauling all 
those mail sacks up from the post office and sorting out the letters 
for me. If you have anything you want to commit to paper, send your 
missives to LLOYD MANGRAM, CRASH FORUM, PO BOX 10, 
LUDLOW, SHROPSHIRE SY8 1DB, and Karl will make sure I get it 
safely! 
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STORMBRINGER- 
THE SOLUTION 
CONTINUES 

'At last, 1 1 hear you all cry, 
'they've remembered to print 
the second part of the 
Stormbringer solution! 1 Well, the 
truth is we'd forgotten all about 
it till some mystery person wrote 
an ear-tweaking letter to remind 
us. This continuation has come 
from Lee Westwood and Ben 
P ugh of Chesterfield, so here 
goes... 



After changing the Bearwolf back 
into a teddy bear, go left off the 
screen into the caves. There are 
five rooms. You must jump the 
gaps carefully when you get to the 
final room. Get to the left side of 
the screen and drop the advert 
under the missile. Jump onto the 
advert and pick up the missile. 
Then drop off the advert and pick 
it up. 

Walk ail the way to the castle, 
picking u p the teleport pad and the 
key. Once inside the castte r wafk 
along to the right till you come to a 
room with a lever in it. Pull the lever 
and carry on walking to the right till 
you get to the fast screen on that 
up the glow shield and 
jump on the blue pad and keep 
jumping. 

Then go as far left as possible 
and pull the lever again. Drop 
down the hole in the floor, walk 
right past the twins and into the 
one-way corridor and pull the 
lever. Go to the end screen and 
drop down the hole. You should 
land on a stool. 

Now jump up one level and pull 
all the levers. When you come toa 
room with a rat in it throw the 
teleport pad at him and teleport. 
Mow carry on walking and pulling 
levers as you go. Drop an egg 
down the well to have a wish. 



HOWDON HACKERS DUO 



Those intrepid Rowdon Hackers have been using up all their 
envelopes again sending in POKEs, This month, their two best 
hacking routines are for Streaker and Motes, 



MOTOS 

Here's an infinite everything POKE routine that will boost the 
addictive qualities of Motos to kingdom come. Just type in the listing 
and press that little old PLAY button (w'rth the Motos tape in, ot 
course). And look out for the Motos Editor later on in Playing Tips , . . 
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STREAKER 

Carlin the diplomat is still running around clad only In his birthday 
suit, so those Howdon Hackers felt sorry for him and gave him a 
good old POKE here and there to cheer him up. Here is the POKE for 
infinite lives . . . 
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NONTERRAQUEOUS 



Now I know from experience 
that this one is really frustrating. 
As soon as you think you're 
getting somewhere your psyche 
goes down and the game 
returns to the title screen. But 
now Jamte Gosse from 
Southampton has come to the 
rescue with this cheat. 



When your psyche is low Just go to 
the right of any vertical shaft and 
keep pressing to the right w \ 
going up off the screen and then 

down into the last screen, 
Your psyche will go up by five 
time you change :-• 
beware: it your psyche goes over 
600 you will die instantly, 



AMAUROTE 



PANZADROME 

Richard Burnett of Swanfand, North Ferriby has been sieving away at 
a hot computer making a brilliant map of A riola soft's 

Panzadrome . . . 



Anybody having trouble killing 
thequeen in M.A.D.'s Amaurote? 
Well, trouble no more — Chris 
Moore from Bi II i nge has come up 
with the solution to end your 
pains: 

Radio base and get a Supa-bomb, 
Now take the bomb into the 
bottom right-hand corner of the 
district and destroy the comer of 
the fencing. The queen will now be 
dead. 

And some extra tips: 

1 Try to get the drones to follow 
your Aracbnus, This makes the 
drones easier to hit, 

2 Run right in front of the drones 



to make them follow you. 

3 Get your Arachnus repaired 
when your damage is at about 
85-90%. 

4 Don't fire bombs constantly or 
your city damage will rise. 

5 Start with one of the harder 
districts. 

6 Only radio for rescue when you 
are hemmed in by the drones, 

7 Try to explore the district before 
you start mopping up the 
drones. This will help you when 
you are being chased. 

6 If you see a scout make sure you 
destroy it. If you don't, the scout 
informs the queen and she 
sends out more drones. 
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ELITE 128 



Daniel Hunt says: whan you die 
say 'yes' to the exit when ft has 
finished. Now when you start a 
new game you will carry on In 
the nearest space station to 
where you left off. 



NIGHTMARE 
RALLY 

Brett (who didnt give his last 
name) says: press SYMBOL 
SHIFT and Q simultaneously 
when the game starts. The 
speedometer will go up to full 
throttle. 



LIGHTFARCE 



INTO THE 
EAGLE'SNEST 

Brett (who still hasnt given his 
last name) says you should add 
these to the high-score table: 
DAS MAP for map mode, 
DASCHT for Infinite lives, 
DASNME wipes out enemy, 
MAP OFF deletes map mode. 

COBRA 

Brett (etc) says; press M and N 
and then SPACE. The game wW 
Stow down. {But this only works 
rf there's a joystick connected.) 



>4BK 



in lasue 39 (April) there was a little 1 
: when you're ptaylno 
get into the 
owner- L>ecaua 

comet- outina tha; 



» " EM S!Sw»<»« 0,clBB 



40 



• infinite energy just delete 



JON NORTH TIME 

Tra, la, la . . Hello, children, it's Jon North time again, ('Yippee.") 
This month Jon goes back to school to learn his maths formulae, 
and gets perplexed by Piexar, all of which makes him very 
Dfzzy ... 



The baked-bean-llke thingy in MSndgames's ,-r needs a little 
POKE to make him do his maths right, so just MERGB the BASIC 
loader and type the following lines before the RANDOMIZE USR 
statement 



PLEXAR 

Some people are finding the crystal roads of Ptexar hard driving, 
so the Jon North AA service turns up with this routine: 



•< 



oJnKES BY JON NORTH 
20 LOA S= S TO 23436 



!•! 



JON'S DIZZY POKES 




Richard Peake of Preston has sent In a highly cof ourful tip for Ocean 
Mutants. On this zone map he has written which weapons to use a 
which levels, which is vital to completing the game. 

MUTANTS 





USSfUES^ A R H J E H 5 PHOTON TOfiPEBQS 

T~E ST 2QHES 



"" ■■JLl' -4li* 



50 
60 
70 



rEAD*tW 

random^ 

■DATA 175,50 
DATA 136, 



^144 



,138,18 



1,195 




town's 
use on 



SURVIVING DEATH WISH 3 



H seams that 70% of the tipsters 
who write to me come from 
Surrey. Perhaps It's the air down 
there, or the water? Whatever it 
fs, it didn't stop Wayne Walker 
sending in these tips for Gremlin 
Graphics** Death Wish 3. 

1 The first thing to do is to get your 
ammunition built up to full. 
When you start your weapons 
are only half-full. The shotgun 
takes a maximum of 20 shots, 
the machine gun takes 85 t the 
rocket-launcher 30 and the 
Magnum 50. 

2 Never take a weapon unless you 
are low on ammo, The extra 
ammo will only fill your current 
weapon to its maximum 
capacity. 



DIZZY AGAIN 

Here are some tips from Al and 
Ric of Prrton for Code Masters's 
Dizzy. They give you the items, 
where to find them, and what to 
do with them . . . 

JN: in the room i 

'irst - drop 
•nmeshaft 

v'EYARD KEY: down the 

-ird gateway 

RAINCOAT In the 

walking imo dropieiF, and it 
-imond 

ihOSt 

I iown 
PURSE OF GOLi 
down From thechi 
bucket near i i iousq 

GLQtfE tained 

by jumping on top ofth 
■'.'0 m pot at S3 
3 IN 1 OIL in the secret caves (to 

right, jump on 

jump 

straight up and a 

nexi 
' dge 
birds; 

an h»t 

CROWBAR: open trap door unde* 
spider at ad I 

EMERALD m - 

drop en gravestone wrth note 

undei 1 1 



3 Don't pick up a new bulletproof 
vest unless yours is in a bad 
condition. Remember where 
the vests are, because they're 
scarce. 

4 When on the street the thugs 
walk faster than the grannies, so 
don't shoot till the thug is nearer 
to you than the granny is. You 
lose lots of points If you shoot 
grannies! 

5 Never shoot policemen; not 
only will it put your score down, 
but all the policemen you meet 
after that will shoot you as well 
as the thugs. 

6 ft takes two shots to kill a gang 
leader; the first just breaks the 
table your target is sitting 
behind. 



CLOVE Of CARUG: down . 

■ 
ight of 

- drop n«xt to cauldron al 

stan 

the room with 
s I 
MUSHROOM TROWEL: In 

Spadv rrXHTl 

on ledge in hole spade made 
CUTTERS, a 

'id left 
WiG: past bolt cutters" resultant - 
drop in pot 
DRY ICE; crystal cliffs - free?.;- 

• 
PROT- AMULET past 

frozen take - kill the fireballs which 
Ihe wi 'igtolhrow 

CTICIDE; graveyard -h, 

m rue to 

drawhj . i' i pot 

TROLL BREW: Inside cs 
(WARN'NG: do not go in the room 

- drop in pot 

EMPTY BOTTLE, in the screen 

i pot 

resultant of 
and puttmq 

Wig, r. .. afK j kr e ^ 

I 

PMNG . 
m top of mushr© 

■ 



ROAD RUNNER- LOAD IN ONE! 



Some smart alec called Dave 
Sansom has been calling me 
'Nick the $*%r?*!' because of 
what I said In my Issue 49 Road 
Runner comment - about how 
annoying it is having to load 
each level of the US Gold game 
separately. You see, Dave has 
found a way to get past all the 
reloading: 

t When asked to LOAD 01 , load 

in the header then . , . 
2 stop the tape immediately after 

it changes from LOAD 01 to 



LOADING 01. 

3 Wind on the tape to the 
beginning of the level you 
require, and miss off the header 
bit (you may have to take out the 
cassette lead to find it) but leave 
the rest of the leader. 

4 Start the tape again and that's 
it The level you chose and 

. a// those after it are loaded! 

Dave does say 'sorry' for catling 
me a $*%!?*! - a good job, 
because we were just about to 
send around the CRASH mafia 
to sort him out. 



MOTOS 
EDITOR 



Paul Welts of Sheffield has been 
slaving away at h is Speccy to 
produce a fantastic editor for 
M.A.D.'s Motos. it allows you to 
edit the layout of «ach screen 
and create your own persons! 
copy. To get a copy ©f this 
editor, you have two options; 
either send a tape with an SAE 
or a shiny new pound com 
wrapped in pretty paper and 
details of your address to: 
MOTOS EDITOR, Paul Wells, 14 
Whitoways Drive, Sheffield S4 
BET, And your editor will be 
escorted straight to you. (I don't 
like me sound of that - Man Ed) 



A 

DOWN TO 
EARTH 
AUTHOR 



Darren Byford from Sussex has 
found a great cheat on Firebird's 
Down To Earth - which Isn't very 
surprising, as he wrote ft! When 
you are alive on a screen fust 
hold down 5, 4, 3, and 2, and 
while holding them down press 
1 to go on to the next screen. 



PERPETUAL QUARTET 

have b*en busy over the fast few weeks 
sending in enough POKEs to Till Playing Tips. This Quartei routine 
will gjve you Infinite power on all four players, so lite will be much 
easier. .Just type in the murine and play your Quart-?! lape. 



• ' 



• l 



• I 



10REMa8MITHJ.MWD>USTlN 
20 REM QUARTET POKES 
30 CLEAR 65535 

£!l?TOMtlErHMP0C-1 

■ 1060 DATA 193.98 3^ ou U5 

1 1070 DATA 1 35,252.^1° »^J - 

', SS DATA 252 ».14 f%?£fiz<2 

>-i 1 1 00 DATA 33 ,1 ^er ' ^* 2 1 2 1 38 
,j 1 1110 DATA92.0 237 n7^2.^ 

» 1120 DATA34,217. 1 |8,3*^ b 

» 113 ° ^1^3^249 138 62.195,50 

» 1U0 ^™,f 13933 96.195,34,14 

' 116 ° ^139195 193138,49,0.0 , 

• 11 ^ nATftS 195.17.2 08 ' 256 ' 213 
•i ,17 ° S*Ti1 28 237.176,62,195 
1180 DA ^ln 2 °'Ro4 195,247.254,62 

1220 DATA 38,255 
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I ATHENA - 

ROCKS AND 
HARD PLACES 

The levels are- 
t FOREST 

2 CAVERN 

3 SKY 
J LABYRINTH 

SHELL 

? THE LAST WORLD 



Athena around w J° (urnin S 









iiili: 



^&ta&£« 









behind. 






'Mi'*' ■ 



LJ-lSFfi 



^ngjngaboui-theseajsohe.p^ 
loping at them from ££? * ** 




CAIRNPOKE CASCADE 



BALL CRAZY 

CaimpOKe, from Country Antrim, has sent in masses of POKEs this 
month and here's the first. You wont have to spend ages typing it 
in, either, because it's only one line! Just type MERGE " " and press 
PLAY on the tape player. When the OK sign comes onscreen type in: 
POKE 32995.0 
And you will have immortality . . . ! 



EXOLON 









"/Sock 



M 



,= Mine. 




Hewson's fantastic Exolon has 
now earned itself a map as well 
as the POKEs and cheat mode 
printed last issue. The first 24 
zones have been drawn by 
James Mowl and Paul Birdseye of 
Chichester, who suitably cad 
themselves The Mad Mappers. 
They've also kindly donated 
some weapon descriptions to 
go with the map, and promise 
me that Level Two is on its way. 

HYPER-ALLOY EXOSKELETON 
This is the main piece of 
equipment you can pick up in 
Exolon, With this exof rame: 

a) you can walk through mines. 

b) you are shielded from some but 
not all aliens. 

c) you no longer have to bend 
down or stand up to shoot the 
missiles from the double- 
barrelled missile-launcher. 

8AGKPACK GRENADE- 
LAUNCHER 
Here's the best psece of 
equipment in the game. With it you 
can: 

a) blast any piece of machinery or 
rocks in your way. 

b) bfast away at the homing 
missiles' control tower. 

c) blast away at the sealed globe 
that contains little pods. 

HAND-HELD BLASTER 
This one's outte useful for shooting 
things, but beware: you have oniy 
99 shots. With the hand- held 
blaster you can shoot any aliens. 
but not machinery. 

DOUBLE-BARRELLED HAND- 
HELD BLASTER 
This comes with the Exoskeleton 
and is extremely useful when 
blasting away little aliens and 
shooting missiles from double- 
barrelled rocket-launchers. And it 
pulverises things much quicker 
than other weapons! 



YABBA 04004 DOO 

Poor old Fred Rintstone is having trouble getting a house built for 
Wilma ami him to live in, so Cairnpoke has come to the rescue with 

this routine: 



*&o^ 



1987" 
40 DATA 



,4; 



'POKES 



R£ADA;POK/£ 
CAIRrVp 0K£ 



BY 






ACE 

No, l T m not referring to the superb quality of this month's Playing 
Tips section (though that's hardly in doubt) - it's yet another POKE 
routine from Cairnpoke. (This one's been lost in the files for some 
time, but apparently Lloyd's granny always said 'better late than 
never 5 .} 



r ■--"" * 

' 2 PRINT AT injur. 
' 40 Poire U(J DE 



A TERRIBLY SORRY 
PLAYING TIPS ED WRITES 



Well, if my eyes don'l deceive me, it looks as if more mistakes were 
made in Jon North's infinite-lives POKE routine tor Seep 

. published in the Issue 40 Playing Tips Supplement (blessed 

be its memory . . . ), But never fear - Kevin RujsjseH is here wtth a 

correction. All you have to do is MERGE " and you should get an 

error message. LIST the program and EDIT line 60, It- should read: 

60 POKE VAL •'59858'WAl "0'": RANDOMIZE USR 53002 

it again, and everything should be hunky-dory! 







Cfir 

LUDLOW 
SHRC 
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It's ZOO in the evening, You've just finished 
another meal. You should do your homework but 
something is calling you from the garage. Some- 
thing that would terrify the neighbours. Something 
agile, fast and deadly. Pegasus-the Patrol Hydro- 
foil Missilecraft. The temptation is just too much. 




the authentic handling of NATO ally 

hydrofoils: US, Italian and Israeli. 

76mm water cooled naval- gun, 

Harpoon and Gabriel missiles. 



real life missions and 
on-screen maps. 



IW &SH9B/ Ldcaslikn ltd. (If I) All rights «s«veil Screen shots represent C6d trer$*om 
Dinars may vary. 

Electronic Ads software is avaitatte on a wide range of home compters inctataq 
Commodore C64, Commodate Amiga, Alan ST, IBM, Spectrum and Amstrad 

Electronic Arts. 11-49 Station Hd. tangiey. Slough. Berkshire. SL3 BYN Eng^arwS 



WIN A VIDEO RECORDER! 

W ,!H£? EAN ' S V,DE0 BOARD GAME - 
WINTER OLYMPICS*. 

WIN THE COMPLETE SPORTS COMPILATION - i 
GAME SET AND MATCH*. N ! 

C&tt££S ^!SSSSSSS& !^-**»s*»». ! 

he is. t ia f £ 






5 ^.l n A c . ' T1f >' a^ll^cl, ' gioneedawideorecofdera 



^ inter 
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a/CR Game 
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First prize: 

VIDEO 

RECORDER 



S with this 

room 
Iss an 

'Mot Neighbour 

-• win receive co; 
wpics and 

>ef Antf/Wate/r. 



Four second 
prizes; 
WINTER 
OLYMPICS 



new video board game (each 
worth £29.99) for runners- up. 



the strategy of coachmg your 
tes to win the mosl met 
Prom ABC 

Sports, Winter Olympics puts you 

'themiddleotninediJt 
events -speed skating, slalom, ski 
jumping, downhill, figure sk.i 
luge, bobsled, hockey and cross- 



5 



t&^m 



i <.->rd and watch ihem on the 

ewmners 



H 



from the 1 984 Winter Olympics And Match each. 
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i To be eligible for a super sporting prize just 
complete two tasks. 

First find all the words listed below in the 
grid and mark them (to make the judging 
easier, draw a clear line through or around 
the letters, as we've done for OCEAN). 

Then identify the screen shot from Game 
Set And Match . . . 



/* 



OCEAN 1/ 
J GAME >/* 
SET v^ 
MATCH \/ 

| VIDEO v 
I WINTER 

(OLYMPICS^ 
BOARDS 
CRASH , 
KONAMI J 



r 




Pictured here is a screen shot from one of the 
games included in Game Set And Match, Tell 
us on the form which of the compilation's 
games it comes from, and which event it 
depicts. 




NAME .^...WkW^., 



ADDRESS 



- POSTCODE 

THE SCREEN SHOT IS FRQM%Ufi^§sL 
AND THE EVENT IN IT IS .S&Afc.Sl 

Send the form and grid to: SUPER SPORTS 
COMP, CRASH, PO Box fO, Ludlow, 
Shropshire SY8 10B to arrive no later than 
November 25. The winners will be drawn from 
the correct entries randomly and the decision 
of CRASH'S judges in all respects is final. 
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Ten runners-up: 
GAME SET 
AND MATCH 

-oriented new 
on from Ope 

combining the beSi of the 
Spectrum sports game on four 
tapes, GameSet And Match r&inils 
at C12.95 and includes: GBA 



CDS Pool, Ping 
Pong. Super Soccer, B 
: 3Qxirtg, T&t 
World Series Baseball, Jor 
Barrington f s Squash 
Thompson 'sSupertGst. What a lol 
- and tnere's five of t- , 
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WORTH MORE THAN £1000 
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WINTER OLYMPIAD'88 

Winter Olympiad '88 is 
undoubtedly the best winter sports 
simulation to date. It features the 
classic winter Olympic events; 
Ski Slalom, Giant Slalom, Two man 
bob, Ski-Jump, Biathalon and Speed 
Skating. These have been depicted 
in a way not seen on any home 
computer before. The result is a 

I phenomenally realistic and 
spell-binding game. 

Available on the following formats: 
CBM64, BBC/ELECTRON, 
ATARI £9.95 
SPECTRUM, AMSTRAD, 
CI6/+4£7.95 
- DISK -BBC £14.95 
MASTER COMPACT £ 14.95 
ATARI 8 BIT £1495 
ST £19.95 AMIGA £19.95 
IBM £19.95 
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Is 3-D 'just another view' or 'the -only way to 
do it'? The third dimension in games (the 
fourth, actually, because time is a 
dimension!) can often be mere gimmickry, 
but 3-D masterpieces have earned some of 
CRASH'S highest ratings ever. BEN STONE 
traces their history from 3D Ant Attack to 
Mercenary and talks to the programmers; 
MIKE DUNN joins him to present a screen- 
shot gallery of the 3-D world. 

Also in this section: how we did 3-D, a 
chance to try your own 3-D drawing - and the 
inside story on Incentive's Freescape 
technique, which makes its debut this 
autumn in Driller. 



ONCE UPON a time, i r 
the early Spectrum 
days, '3-D' prefixing 
a game's name [3D 
Ant Attack 3D 
LunartacA) or the infamous quote 
'amazing 3-0 graphics 'printed on 
an inlay would guarantee an 
increase in sales of almost 30% 
(CRASH Mail Oder estimate). 
Many game producers jumped 
onto the 3-D band wagon with their 
own idea of trie extra dimension, 
and some so-called 3-D was little 
more than two-dimensional 

shading or 
bas-relief that could create an 
illusion of physical depth but 
added nothing to the gameplay. 

In May 1984 Hewson 
Consultants, as Hewson was then 
known, became concerned with 
this pseudo3-D software, and 
organised a press conference on 
the use of 3-D. At the gathering 
Steve Turner, author of Hewson's 
ver/ successful Seiddab trilogy, 
gave his definition of 3-D: 
"The player should, fpr the 
ty of the time, appear to be 
! sed in a dynamic playing 



area. There should normally be 
some approximation to true 
pers pective unless other suff ic ie nt 
strong three-dimensional cues are 
present. 

S definition allows two i 
types of game to be classified as 
3-D. In the first type the player is 
represented by a figure on the 
screen but his view is from a 
position above and outstde the 
playing area. 3-D effects are 
generated by strong visual cues in 
the shapes and shading of the 
playing area. In the second type 
the player is not representee! on 
screen but instead has an eyeball 
or cockpit view of the playing area. 
He can manoeuvre within the 
and the 3-D effects are generated 
by perspective and parallax using 
a vanishing point. ' (this quote is 
taken from the feature on 3-D in 
CRASH Issue 6.) 

ifficurt to think of any 
games that differ from the two 
outlines above - it would be pretty 
hard to conceive and prod uce a 3- 
D game that didn't fail into one of 
Turner's categories. 
Some games, like CRL's Room 



A lot of people said Starstrika (i only got such raves (it was a 96% Smash in 
issue 28) because reviewers were so amaied by Realtime's 3-D technique 
that they hedifttafcen gameplay into account. I disagree with thai, out H does 
go to show just how stunning the scenes are. Spaed is something of a 
problem, but the shaded vector graphics more than make up for any 
movement hassles. This is one ef the most graphically stimulating games 
around. {Mike Dunn) 



After rts press acclaim as probably the best game ever written for any 
computer, one can't really leave o«t Firebird's The Sentinel {Issue 4fl Smash). 
It's hard to describe the feeling that the graphics impart; the excellent 
shading and perspective, and the way the player moves around the playing 
area, give a better impression of actually being than any other Spectrum 
game. (Ben Stone) 
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Ocean 5 /teatf Over Wets (97% Smash Issue 39) has so much more than other 
forced-perspective games: amusement, real puzzles and excel lent graphics. 
The characters are simple, effective, easily recognisable and yet still good 
enough to make Jon Hitman and Bemie Drum mood's masterpiece stand 
graphically head and heels over just about everything else ever. (Mike Dunn) 



Ten {imagine it as wireframed 
Ping-Pong in a box; author Pete 
Cooks later did CRL's Academy 
and Nexus's Micronaut One) and 
Electric Dreams's /, Of The Mask 

I i ously-shaded vector 
graphics with a character running 

a centre of the screen but 
viewed from a cockpd) have 
combined the two types of 3-D to 
disconcerting effect. 

A VOYAGE 
ROUND3-D 

As well astwodlstincttypesof 3-D 
presentation, there are two 
distinct types of 3-0 game. You'd 
expect something with a cockpit 
view of vector graphics to be a 
shoot- 'em-up or flight simulation 
(3D Tank Due}. Fighter Pilot/, a 
forced-perspective game with the 



character on the screen {bird's- 
eye view) would probably be a 
puzzle-solving, collecting-objects 
maze type of game {Knight Lore, 
Ant Attack. Nosferatu). 

There are, of course, some 
exceptions, like Postern's 3-D 
Deep Space (written by Mike 
Doom&ark 's Revenge Singleton), 
i sed a technique very 
193-D 
pages of this very CRASH, 

And Steve Turner comments ' I 
hate the typecasting of games'; 
there are, after all, only a few 
different ways of seeing the screen 
so it's meaningless to liken one 
game to another just because they 
both display action the same way. 

Pete Cooke says the 
typecasting is 'something that I've 

o avoid - there's certainly 
room for totally different types oF 
games to look sir; il 



The most recent of my favour its 3-D games, Novagen's issue 44 96% Smash 
Mercenary goes further with its graphics than any other 3-D vector game I 
can think of. Ifs last {though some may argue that for speed it forfeits 
smoothness) and has some wonderful objects, from the suspension bridge 
to the kitchen sink! (Mike Dunn) 
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PRO AND CON 3-D 

The best thing about 3-D games, 
for the CRASH reviewers at h 
is the great atmosphere they 
create. Everything is so much 
more believable because it looks 
closer to real life 

Steve Turner again: 'The extra 
rteion enhances games, and 
if it's done well enough it creates 
an illusion ol reality in ths screen, 
which is something I'm into 
creating.' 

This illusion of reality is 
maximised when the player has a 
first-person or cockpit view from 
the F-16 or Super-Dooper Battle 
Tank they're controlling. As Pete 
Cooke says, "first-person 
perspective Is the best way of 
doing thsngs on 8-bit machines 
because you're actually in the 
game.' 

Backing him up, Realtime's Ian 
Oliver reckons first-person 
perspective is so popular because 
the ZBO processor is very good at 
vector grapr • \y fast, and 

speed is the main ingredient of a 
good shool-'envup. 'That's, why 







► A simple shoot-em-up? No way, A huge amount of strategy can be, and often 
has to be, put Into Realtime's 3D Tank Duel (Issue 7 review) simply because 
of its 3-D complexity, {Ben Stone) 




► Good vector graphics can create a fantastic effect, as in Rainbird 's Staralider 
{an Issue 36 Smash with 95% and 37% for the 1 28 version). There's tots going 
cm and the fast graphics add to a great, atmospheric shoot-'em-up. (Ben 
Stone) 




► Though the graphics are remarkably simple - most of the ships are just sets 
of parallel lines - Design Design's Issue 11 Smash Dark Star Is very 
Impressive, probably because of the speed with which things move. It plays 
well, too - 1 was at it almost continuously one Christmas; holiday. (Mike Dunn) 



Quicksilva's 3D Ant Attack (not reviewed in CRASH) was the first 3-D game to 
actually impress us just because of its atmospheric, state-of-the-art 
graphics. It's surprising that since 3D Ant Attack only two games have used 
Sandy White's Softsolid technique - it gives some of the finest 3-D images 
ever seen on the Spectrum. (Ben Stone) 




► Imagined Issue 26 Smash M.O. VI E. is grap hlea I iy brilliant. The programmers 
approached the game with real objects Instead of fantastical ones, confining 
themselves to reasonable dimensions and recognisable but detailed shapes. 
(Mike Dunn) 



nobody's used anything like 
Freescape (see the article in this 
section) before, it's not that it's 
very difficult to do or anything, it's 
just that no-one has thought of a 
decent game plan to put around 



the-sluggish technique. ' 

But Sandy White, renowned as 
the first programmerto write a real 
isometric-perspective 3-D game 
{3D Ant Attack), insists ' Freescape 
has done well to compete with the 



16-bit machines ' in the complexity 
of its solid 3-D world. White is a 



sculptor as well as a games 
programmer, so it's no surprise 
that his limited, but careful, output 
has all been 3-D. He says "3-D is 
the only way to do it ... ' 

That's not a sentiment which 
Graham Stafford, half of Design 
Design, agrees with entirely, '3-D 
is good when used properly,' says 
Stafford, 'but it's not essential, far 
from it. Sometimes it's just a trick. ' 

Steve Turner, the man who 
offered those early definitions at 
the Hewson Consultants press 
conference, tooks back on a trick's 
history; 'At the start a lot of people 
thought that 3-D was a passing 
phase. Over the years I think that 
it's more than proved its 
usefulness in the computer game. 
I doubt that 3-D games will 
drastically improve on the 
Spectrum from now on. though - 
most of the programming 
techniques possible must have 
been used by now 

And while David Llewellyn, the 
other half of Design Design, muses 
that 'it's nice to present puzzles 
that can only been seen in 3- D', he 
points out trial 'you can represent 
any 3-D in 2-D if you try, It's Just a 
view, you're always looking for 
another view. ' 
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Place your paper over the fl£D drawing, but before tracing the image with 
your retf crayon trace the two little crosses carefully. After completing the 
red drawing, move the paper over toexactiy centre your two red crosses over 
J»e ones provided above and below the GREEN drawing. Now trace the green 
drawing, and then check the result through your CRASH spectacles 



THAT'S what we did. Experts told the Newsfleld art department that producing 3-D 
illustrations and text effects would be time-consuming and very expensive - we didn't 
want to waste time or money, so we did it ourselves. And if you have a talent with a 
pence, you can repeat our efforts and produce your very own three-dimensional 
drawings to be viewed through tbe free glasses provided with this issue 

But first things first: now does it work? Our eyes each see a slightly different version 

w s ! m , e ""* ^ iey re "P 3 ^* ty about two-and-a-half inches) and when 

combined by the brain these two images create a stereoscopic effect of depth Try 

closing i one eye and then seeing how good you are at judging distances . . . the world 

through one eye is two-dimensional. 

To recreate a stereoscope image from a flat surface - in other words, to make two 
ttmensons look like three - we have to cheat The single drawing must be cut up to 
create subtly different versions for each eye. The glasses are used to fitter the ligrrt so 
each eye sees onty one of the two versions, simulating the way your eyes see the real 

» JM * erft,s . no feal rreed to cut up both versions. If you take an illustration and call 
it the eft-eye image (which wilt be printed In red), then the right-eye image (printed in 
greeri) is the one to treat specially, cutting up the various planes of depth (foreground 
middle distance, background etc) by sliding them sideways to the left and right 

Rrst decide how many depth places you want In the picture. At the midrange point 
both red and green images are exactly superimposed. Anything in the foreground 
VH?J^^ n ,ma9 , e t0 be Gut and dj s<*aced to the right - the 'nearer 1 it should 
appear the further right it must be moved. Objects In the background require the qreen 
image to be srmrlarly displaced to the left 

As you displace segments of the drawing, of course, you cover up bits and reveal 
gaps. Covering something up presents no probiem, but the gaps have to be caretoiiv 
redrawn - otherwise they'd show up in the finished illustration 

JS 2i"^T a ?£, ne like V s CRASH ' ttB ^ laitered ' ar8Win 9s are then planned in 
with the rest of the page elements - text can be treated the same way - and printed 
with specially designed red and green inks ^ 

The Weals simple; the spectacles' coloured foils match the inks. Hold the green fens 
over toe page and the green ink is invisible, so the right eye sees only the red image, 

StliXL J! 8 i * r" 1 ! 3 ^' ^ ,eft eye sees m] * ** «™«n I*™*- The brain 
unscramtries toe two distinct images and interprets the result as three-tf mansions!. 

uever, nunr 

mtmm 

You can use these 3-D spectacles with your own drawings. Here's how 

„ JIT J 66 ? 10 1!"* 21 88 ? m6 red crayons whose coloure ma ^ h those otthe lenses as 
nearty as posabte. Check each crayon's colour matches by scribbling wrto rt and then 

EK 9 2 SS lH saf .* e ¥"*! c&,ourov e r &» K*We. « the crayon marks vanish/mat's 
great, and if there s only a faint shadow visible you're still in with a chance? 

* J/?™ ♦h the red c £ m - layathin P* 606 <* Paper over the RED diagram on this page 
and trace the lines. Then take the green crayon, move the paper over to the GREEN 

Sfi? , i 1r ?S e m ^ lhies ' Look at *• resuft *>*«* t"e spectacles and - hey 

presio! a d-v picture! * 

Having grasped the principles by which tots works, you can start creatine your own 
CRASH November 1987 




SSSSS^S 10 ^US* h H but unlikfi a drawin 9- *»** is falsely given 
2* Sf™ 8 ^* 1 must ^ ste^scopic to begin with. A stereoscopic stJH life is easily 
KaSS nS" 1 ??' M °f "SK *"** praves - Set up me «*«« on a table, and 

l ZiZ"^V!^ m "** me ™ mm ** Mn ** «* *> ™* 

tkSSS^Hw. *%%£"*'*& a i! d ** K up with *» toft-hand mark on me tape. 
^photograph the stifl life, wind the film on, move the camera to the right-hand mark 

irn^es mSm ' TlMW tW ° ***"'* ^ me m ***** 

« rf 2LS ( S25 , .I. n !S e fT p ! e <P n m .&& m 'w superimposed the two photos and 
printed them in red t.for the left-eye view) and green (tor the right-eye view! but (here 
>s a panTUI technique for seeing your own prints in stereo. REVERSE the left: and rioht 

ESRL"* bV S,d f " ie ** *■ ***** to ** *** 01 * e W-e*! " stare at them 
cross your eyes and superimpose the central image your brain sees, it'll be in 3-0 This 
takes practice - and don't do it if the wind's about to change direction! 
ROGER KEAN 

A simple stereoscopic 3-0 photograph of a still life set up by Cameron Pound 




1 1*®55? *!* w *^ & *^« s *w»w^ 

?t£2SK^^ 
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TOP GAMES 
NOVEMBER 




The three charts compiled from the votes of CRASH readers. sthe 
mostreeJntic chart for gauging thepopufarity of Spectrum games - 
i^8J"? es ^ al fe»»»ri9played that get the votes, not the 
games that are in the shops this week or month 
t^^l n ^^. ^+t S ar ^ '^Pf^ant. It's up to you to let us know what you 
in hHONTLINE to make your voice heard, 

onTo - J SSSS y IT I**' F C ,° Py me details from «he voting forms 
us rnste^d ° a S8ated envelo P«> a™* send that to 

t JS? a rt nJ° m f th? sati3fact ! on Gf registering your vote, there's aiways 
tne chance of winning a pnze. Each month we draw 1 5 winnjn from 

ADVENTURE and five for the STRATEGY chart 

CRA?E ? n «22 f l fl° W ? t !l? f **«*«> (your choice, not ours) and a 
CRASH T-sn.Tt is awarded to the first slip drawn from the HQTl INF 
SnSf^S 01 ^? 40 of A *** 9 and a sh.rt goes £ thl HOTLINE 
AWENTUREand E20 ofgood.es and a shirt pjfes to theSTRATEGY 

a CR^qHH^ rS ^f^ eaCh ba,f0t bo * collect a CRASH T-shirt and 
a ufiA&ti Hat, So get those votes in to the CRASH HOTLINE CHART 

3 £5 ^ E 'iT lJR l? HART md CRASH STRiTECV CHAfif 
PO Box TO, Ludlow, Shropshire SYS 1DB. 



UlSSSSS* yS, crawl fast - ^ »* ship isn't sinking - VutcarV 

25122 r S a " bl ^ mon «PO«se the chart, showing how 
software houses still consider strategy a specialist "interest and 
perhaps not a lucrative one. Are the?>ighrT ' arKl 

From ^ewportin south Wales come 105,374 people (1981 
figures;, but from Shipley in West Yorkshire comes CRASH'S 
Strategy-form-Mfer-out of the month, Robert Newall The 

Basmgstoke In Hampshire, Martin Greenwelf of Earl Shitton in 
&SSK2& And rew Gr een of Ifefetf ft Staffordshire^ 

protectiveSandbacbsnowhe'sgotBCRASHcapandT shirt 
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Paper Boy is back on his round, edqino ud toward the M, m h Ar 
Two spot he occupied a couple of mon^s ago Brte ctearty ffit 
any more, and Match Day seems to have-n?et its ma ch 00 But 
fja^^^ 

IS5 r ^°" Sr ' ,fe ^ OW " tej5as we//as Gauntlet e^7 Sr7//%S JSrT'f 
Bidf^c?2T Sthin L ■ ■ ?™***P •« Gregory Wye of 

£ZAP. s Steve? Let's hope not, for Middlesex's sake. . I and 
Ravi Deaper of Okehampton in Devon. -/ana 



Strategy Top Ten 



2/g/ REBELSTAR RAIDERS 



CCS 



3(3) A RNHEM 



FIREBIRD 



4J 10) DESERT RATS 

1 (4) THEATRE EUROPE 



CCS 
CCS 



AM 



LORDS OF MIDNIGHT 
YANKEE 



PSS 



BEYOND 



*(m TOBRUK 



9 (-) BISMARCK 



CCS 

PSS 



IQffl BATTLE OF BRITAIN 



PSS 




HEAD OVER HEELS 



PAPER BOY 



EXOLON 



6M7JZYHAPS 



7 (10) COBRA 
6 14) URIDIUM 
$f11t ARKANOID 



Adventure Top 20 



10 H 

UJ9}_ 



LEAPERBOARP 
BARBARIAN 



MELBOURNE HOUSE 
AD. 



13 H 



QUAZATRON 



HEAVY ON THEMAGICK GARGOYLE GAMES 



MATCH DAY 



15 (14f STAR GLIDER 

16 (7) BOMBJACK 



LORD OF THE RINGS MELBOURNE HOUSE 



THE BOGGIT 



17 118) BATMAN 

18 H LIGHTFORCE 



LORPS OF MIDNIGHT 



MICRONAUT ONE 



9 (10) THE PRICE OF MAGICK 
10 fig) FAIRHGHT2 



BEYOND 
LEVEL 9 



THE EDGE 



Stormbringermust be breaking some kind of record with itsten- 
piace ascent -and it scored^ % of ALL votes this month! No other 
significant changes, but three ► s: The Big Sleaze, The Pawn and 
Killed Until Dead, all Smashes in the last six months. Melbourne 
House has a healthy quarter of alt charted games. 

The archadventurer winning this month's software prize is Gay in 
Home of Maidenhead in Berkshire; runners-up are Wayne Styies 
of Bolton in Manchester, Neil Archer of Wolverhampton (on a 
clear day he can see Shropshire, if not Ludlow), Alistair Gentry of 
Felixstowe in Suffolk, and James Hardy of Falkirk in Scotland s 
Central region. 



11 ff fj GREMLINS 

12 (19) PRACULA 
13/6J DQOMDARK'S REVENGE 
14 (1 4\ REP MOON 



ADVENTURE INTERNATIONAL 
CRL 



ISffrJ THE BIG SLEAZE 
16 H SHERLOCK 



BEYOND 
LEVEL 9 
PIRANHA 



MELBOURNE HOUSE 



17 {-} SHADOWS OF MORDOR 

18 f*J THE PAWN 



MELB OURNE HSE 
RAINBIRD 




GET INTO CRIME! 



toughest and most notorious qang In the city 



*£ 



• •' 



!•• 



► 



:' #S«1 



Nr*"i 



FREE! 



SEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREETRIAL OF 
IT'S A CRIME THE WORLDS MOST POPULAR PLAY BY MAIL GAME 

u ..~ Write to :- 

KJC SflHES. PO BO X !1 f CICTELEYf BLMKPim i LANGS FYS 2UL 



v v>\ 






Welcome to the first 
3-D Mailbox - well, 
some of it's 3-D. 
Regular readers of 



the column may (or 
may not!) be 
surprised to learn 
that 1 have had yet 
another bump in my 
car. This time the 
back end has been 
smashed in - by a 
(so-called) friend! 

Meanwhile, on the 
PBM front methinks I 
have just died in 
Megalomania. Roll 
on Game Three . . . 




CIVILISATION 
AT LAST 



CIVILISATIONS is run from 
London by its designer. Anthony 
White, who has created an 
interstellar economy within his 
Amstrad computer. A new player 
starts the game with a set amount 
ol 'the stetiar currency anda means 
of transport (which incurs running 
expenses . . . ) to go from one 
planet to another. 

You create a game character for 
yourself and further your 
characters aims using the 
available worlds and their own 
economies. Basically, you must 
remain both financially solvent and 
alive {there's no sense in being rich 
if you're going to get kilted!) 

The game is run in an open- 
ended fashion with turns made as 
often as possible. 

An interesting feature of 
Civilisations is the use of the legal 
system. Do anything wrong in this 
game and you end up being tried 
for your crime - by a selection of 
your fellow players! 

For more information, write to 
Anthony White at 1 1 Shrewsbury 
Road, New Southgate, London 
N11 2LL Further developments 
will be awaited with interest. 



DUBIOUS 
OVERTONES 



IN DUBIOUS BATTLE is the first 

product of Pandem Games, based 
in Northern Ireland. It's another of 
the unusual games launched 
recently, because instead of 
having one game environment. In 
Dubious Battle has two: The World 
(consisting atthe start of the game 
of about 500 countries, with 100 
nationsof primitive tribes, nomads 
and farmers) and Elysium, a world 
of the gods inhabited by deities 
and deityesses. The player is one 
of these deities, albeit a fairly 
minor one at first - the object of the 
game is to become what the 
rulebook terms the 'Alffather' of 
the gods. This happens when at 
least 75% of the other gods 
(players or not) become 
subservient to you . It's not an easy 
task. 

The two environments Interact 
as the players go about their godly 
duties. They must gain power 



V 



n»»» 



making The World's mortals 
worship them, give them the odd 
sacrifice etc. The more 
worshippers you have, the more 
powerful your god is. Here the 
game becomes a little like the real 
world. 

Different gods represent 
different aspects of life {there are 
gods of war, peace, love, fruit 
machines etc) and thus followers 
of one may well dislike 
worshippers of another, This may 
cause nations supporting you to 
battle with the supporters of 
another god - but war can reduce 
your godly power, so take care 
who you convert? 

Battles are possible in Elysium 
itself. Gods can recruit demons 
and other lesser immortals to do 
dirty deeds to other players, such 
as knocking them out of thegame. 
But take care as you grow in power 
within your own world; they 
certainly aren't all angeis up there! 

In Dubious Battle has an 
interesting concept, and a glance 
at the excellent rulebook reveals 
that there's more to it than first 
meets the eye. I'd recommend you 
read the book thoroughly before 
deciding whether or not to play; it 
can be bought for £1 .50 from 
Pandem Games at POBox 127, 
Belfast 9, Northern Ireland. 



WAS THERE 
LIFE BEFORE 
PANGEA? 



PANGEA is a hand-moderated 
fantasy role-playing game 
launched by the Surrey based 
Anvil Games in July. The authors 
have created a mystical world for 
your game character's 
adventures, and the marvellous 
rulebook is full of history: stories of 
ancient heroes, the wars they 
fought, the races they 
encountered, the deities they 
bumped into, but rarely the 
diseases they caught. 






It's not only stories, though - 
there's a fascinating Who's Who? 
of the nine gods, plus eleven 
pages about the races of Pangea. 
Their habits, descriptions, 
localities, physical stature, virility, 
it's nearly all there! Besides the 
races there are character classes 
such as assassins, priests, 
rangers, rogues, warriors and 
warlocks; other features include 
guilds, various types of magic, 
methods of combat and so on. 

You must design your character 
and set yourself a quest; there's a 
character-creation folder which 
could take the best part of a 
weekend to complete! If you enjoy 
FRP games then take a look at 
Pangea, it's very well-presented 
and the startup package has a lot 
to offer. Send an SAE for details to 
Anvi I Games, The Old Fire Station, 
Queen Street, Godalming, Surrey 
GU7BD 



NEW ORDERS 
FOR SCI-FI 
FANS 



NEW ORDER could well prove to 
be THE game for sci-fi buffs, 
though without perseverance it 
could also prove to be the most 
irritating game for sci-fi buffs. New 
Order was designed in America 
and has been brought over the 
Atlantic under franchise to Jade 
Games. Like so many other games 
of its ilk, New Order puts you in 
charge of a planet- bound civilisa- 
tion which discover hyperspace 
technology. Which race will domi- 
nate the space in which you live - 
your own, or an alien one? Here we 
go again . . , The answer is 
'neither one north© other' - only 
war will dominate such a situation, 

I think the designers KNOW they 
have a goody here - the best fea- 
tures are listed on the front of the 
rulebook. They include: a 3-D 
playing area with 9,000 sectors; 
200 star systems and 700 planets 
per game; detailed UFO, combat, 
colony, trade and atomics mes- 
sages to survey alien activity 
around you; updated reports on all 
your forces on each turn; a com- 
plex combat-system design which 
lets you play about with both 
offence and defence; and an accu- 
rate damage indicator, detailing 
exactly what percentage of your 
ship has been destroyed. 

Technological research is avail- 
able to improve your game advan- 
tage in whatever field you choose , 
and five classes of starship are at 
your disposal in this game where 
trading and diplomacy take a cru- 
cial role. The object is to command 
your civilisations economy, 
defence, social trends and 
alliances and thus become the 
most powerful ruler in the game. 

New Order could be a viable 
alternative to sitting on the 
StarGlobe waiting list Unlike 
games such as Shattered World, 
New Order is far from empty - 1 
found the 68-page rulebook an 
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interesting and involving read. 

it's computer-moderated and 
uses the deadline system (ten, 15 
or 20 days). There's a lot to do 
each turn (the orders form is 
divided into 1 8 sections!), though 
at E2.50 a turn you certainly pay for 
it 



New OrderwW I take a lot of play- 
ing to get right, it's good vaJue for 
money, if you've got the time. Stilt 
interested? The rulebook costs 
£2.50 from Jade Games, PO Box 
54, Southsea, Hampshire P04 
ONA. 



MANY READERS have 
suggested PBM Mailbox launch 
its own game. And here's what I've 
come up with . . . 

In conjunction with Jade 
Games, two special games of The 
Chronicles Of The Knights Of 
Avafon will be run exclusively for 
CRASH. The piayer with the high- 
est score at the end of 25 turns 
wins a superb prize - a special- 
edition hand-built stone castlel 
No, I'm not joking. But I feel I 
should make it clear that this castle 
will only be about ten cubic feet 
big. The castle is a display piece, 



the sort of thing wargamers ptace 
on a sideboard in the sitting room 
for decoration. 

The Chronicles Of The Knights 
OfAvalon is a relatively low- priced 
game: startup is free and each turn 
costs only 70p. It has been 
designed for 1 00 players with a 
ten-day deadline/turnaround, and 
Jade claims you needn't even read 
the rulebook to play! 

The theme of this game is (ac- 
cording to the accompanying 
booklet) 'diplomacy, skill and 
strategy'. You play a knight of 
Avafon , the legendary land of K ing 



Arthur, and you must use your 
supporting armies and religion 

(plus a hint of diplomatic skill) to 
explore Avalon, meet its people, 
and conquer Its provinces. 

As you grow in strength and 
fame your character builds up 
game points. After the first three 
rounds the player (or players) with 
the highest score in each round 
will have one free turn credited to 
their game account. 

After 25 turns all the scores will 
be compared. If there is an outright 
winner, he or she will have the cas- 
tle— their very own Cametot! If not, 
then the game win continue till one 
person holds the highest score. 

Remember that The Chronicles 
Of The Knights OfAvalon was 



designed to last for at least 50 
turns. Once 25 turns are over (in 
approximated a year) the game 
will continue as a norma) game, so 
hang in there! 

For more information and your 
free startup pack, cut out the 
voucher printed here and post it to 
The Chronicles Of The Knights 
OfAvalon, CRASH Competition 
Game, Jade Games, PO Box 54, 
Southsea, Hampshire P04 QNA. 
Please note that Jade Games and 
not CRASH is running the 
competition and games' 

Progress in the two games will 
be f crowed closely in PBM 
Mailbox, with a list of the top ten 
players printed each month. 






Tfr<a 1 



M AP i 



This map shows Avalon, which can be divided into 50,400 squares, You can 
clearly see the 504 provinces, each being SO miles square ... it's quite an 
area to control, let atone attempt to conquer! Up-to-date maps of your pro- 
vinces are shown on the turnsheet, followed by inventories of what's In the 
area. Don't forgot thai though there will be about 100 players In the game, 
everyone starts wtth onrv one province. Thfe ieavos 404 spare provinces to 
compete i or . , . good luck! 



m 




any responsibility for any aspect of the competition and games and all 
correspondence concerning them should be sent to Jade Games. 



This voucher entitles you to enter a special CRASH competition game 
of The Chronicles Of The Knights OfAvalon run by Jade Games. You may 

only use ONE of these vouchers. 
The games begin in the week commencing December 7 1987 - if your 
entry is received by Jade Games later than this date you WILL NOT be 

eligible for the CRASH competition games. 

Startup is free, but further turns mil be charged for at the rate of 70p each 

or any other rate which may be sat by Jade Games. 

The competition and games are being run by Jade Games and are "" '" "•■— 

entirely their responsibility. CRASH will under no circumstances accept POSTCODE 



NAME ...... 

ADDRESS 



,J 







DIPLOMATIC DIRECTORY 
baa been running for some time 
now , and seems to be a popular 
part of PBM MAILBOX 



+001 Adrian Neal 

4S Markctstcad Estate, Kirtoo, Boston, 
Lincolnshire PE20 1SL 
GAMES : Vorcon Wars 72 & 78; Capitol 
15; Earthward 52; Arcadia 6; Star Empires 
1; Conquest 

+002 Jason French 

7S Princes Read, EUacombe, Torquay 

TQI 1PA 

GAMES; Vorcon Wars 75 (Commander 

BL1TAD\ 

•003 Travis Smith 

2? Shannon Crescent, Braunstone Frith, 

Leicester LE3 6NW. 

GAMES: Siarglobe 4 (SS Belle Julie) 

+004 Robert Darbysaire 
22 Thornton Gate, Clevleys, Lanes. FY5 
1JN 

GAMES: It* A Crime! I (Death War- 
riors); h'i A Crime! 4 (Megarily Blues) 

+005 Stuart Miliin*hap 
J 7 Grtvenev Gardens, Arnold. Nottin- 
gham NG56QW 

GAMES; Vorcon Wart 75 (Commander 
SHUTUN) 

+006 MrGGMaaganoni 

J09 Kings Road, Fftrncombe, Surrey 

GU73UI 

GAMES: Saturnalia; Crasimoffi World; 

Explorers of Orion; Lands oftht Crimson 

Sm;Aes;Mark of Chaos; Untamed Land; 

Vmtian 

♦007 Mr C J McCarthy 
39A Scaview Road, Liscard, Wallesey, 
Meiscyside L45 4QN 
GAMES: Starglobs 1; Star Empires t; 
Vonon Wan 19; Saturnalia; Fleet Man- 
oeuvres P 10? 



+008 Scott Macfarlane 

2 BroontsidtTerracc, Costorphine, Edin- 
burgh EH 12 7LZ 
GAMES: Varum Wan fid; Super Vorcon 

WmTi 

•009 Paul Davidson 

5! Waterloo Road, Presrwick, Ayrshire, 

Scotland K.A9 2AA 

GAMES: Vorcon Wars 60 (Commander 

PEPISH); Arcadia; Compost 

•010 Kev Wasey 

9 Ctorkson House, Maysoulc Road, Bat- 

tcrsca, London SWl 1 2BP 

GAMES: Earthwood 30 



*BJ1 Ian Hudson 

53 Deeptaore Close, Atrcwas, NrBurton- 
Upon-Trent, Staffs 

GAMES: Voiron Wars 65 (Commander 
PESTIB); Super Vorcm Wars 77 (Com- 
mander FRUGAD); World of Vengeance 
flan's Invincihles nr Bury St Edmunds) 



+ 012 Garcia Evans 
4 Whitdsnds Road, Thatcham, New- 
bun.-, Berkshire RG13 4AR 
GAMES: Arcadia 6(EggGroinside} 

•013 Mike Adams 

774 Holmefield Road, Liverpool, Merse- 

yskle LK9 3FQ 

GAMES: Vorcon Wan; Conquest; h'i A 

Crime! 4 (Priests) 

+014 David Lane 

Z3 Florence Road, WestBridgford, Not- 
tingham N92 5 HR 
G AMES : Cams Belli 5; Player 16 

♦ 015 Martin Higgin<; 

WaJJesey Road, Wallosev, Mcrseysidc 

L44 2AG 

GAMES: Voram Wars 7.2; It's A Crime! 4 

+016 CM Frost 

175 Queens Road, Leicester LE2 3FN 

GAMES: Saturnalia; Arcadia; Ear- 
tkvjoad 44; Kings of Steel 17; Arcadia; It's 
A Crime!; Swords and Shields 

+017 Robin van den Ysscl 
■Smaxsgdlaarj 172,2 332 BX Leiden, Zuid 
Holland, Netherlands 
GAMES: Vorcon Wars 72 (Commander 
TRFBIH); Siarglobe 3 (The Dutchman) 

•018 P Bruastao 

Cae Mart Pwn House, Thomasiown. 
Merthvr Tydfil, Mid Glamorgan, South 

Wales 

GAMES: It's A Crime! 2 (Death) 

+019 Steve Vickcrs 

2b Swinton Court, Harrogate HG2 0BB 
GAMES: Soccer Star; Saturnalia; It's A 
Crime! 4; World of Chaos 

+020 Barnaby DeUar 

1 1 Priory Grove, StocfcweU, London SW« 

2PD 

GAMES: Starglobe 4 

+021 StepheaHoh 
27 Rosemary Road, Sprowsson, Nor- 
wich, Norfolk ^7 8ER 
GAMES: Vorcon Wan 61 (Commander 
BRIDER ;,• It's A Crime' 4 (Fighting 
Cruk-Hai) 

+022 Kevin Pack 

Walnut Tree Lodge, 9 Kings Meadow 
Lane, Highum Ferrers, Northampton- 
shire NN9SJE 

GAMES: Earthwood; Saturnalia; 
Statglobe 4; Orion's Finger; It's A Crime! 
3; Casus Belli; Ac; 

+023 Matthew Hanson 

10 Deoby Lane Crescent, Grange Moor, 
WakeSeld, West Yorkshire WF4 4EB 
GAMES: Siarglobe 4 (SS Obsidian Fox); 
Arcadia 

*«24 Gavin Marshall 

36 Spur Road, Orpington, Kent BR6 

0QL 

GAMES: Vorcon Wars 71 

+025 Owen Whitehead 

213 park Road, Barnslev, $70 1QW 

GAMES: Act {'Billion' - £ Side), Satur- 
nalia {Grendlofthe Web), Enchirodm 
(Brothers in Arms), It's A Crime (Brothers 
m Arms), From The Mouth of Hell . 
World of Chaos (Rtltio/t Kerr.,, Soccer Star 
(Morning Star RS League) 



+026 Damian Manning 
12 Warden Road, Sutton Coldficld, 
West Midlands, B73 5SB 
GAMES: Siarglobe (SS Atv&n), It's A 
Crime (Merry Mob ) 

• 027 John Preen 

12 Undcrdaic Avenue, Shrewsburv , 
Shropshire, SY2 5DY 
G\bihS:Siargiob*Four(SS Broadsword 
of the Guild Alliance}, Vorcon Wars 78 
Pttmvt) 

•028 John Kemp 

9 Wold View, Caistor, Lincoln, LN7 
6ULL 

GAMES: It's A Crime! 4 (New York 
Aimsm), Arcadia S (Lord Cemavrm at 
JfthadCity,P27). 

• 029 Milan Pt-tronic 

24 Dell Road, Kings Norton, Birming- 
ham, ma 2H2 

GAME: Arcadia 13 (DraugDur) 

•030 JC Fowler 

1 1 Beaconufield Place, St Agnes, 

Cornwall, TR5 0SZ 

GAMES: Sratglobe Three, Arcadia 8 

+031 Kevin Edwards 

S2 Woodlands Road, Irchesier, North- 

anls NN9 7BU 

GAMES: VereanGO^ It's A (;nme.<4. City 

of Strife, 

+032 Jason Coiirell 

17 Back Lanc,Barrineton, Camb», CB2 
5RF 

GAMES: Saturnalia (Axil Taranvs), 
Tyranny (PS I 

• 3 3 Michael R Stana ard 

44 Harrington Street, Cleethorpes, 
South Hwnberside, DN35 7A2 
GAMES: Arcadia 10 (Mordran the 
Unknown at Seven Springi i 

+034Malcolni Sums 

76 Mount Road, Canterburv , Kent, 

CTi 1YF 

GAMES: Soccer Star (KumOfie Oilers), 

Bradley's f'mbaif (Houston Oilers] 

*035 Paul Davidson 
51 Waterloo Road, Prestwick,, Avrshire, 
Scotland, KA? 2AA 
GAMES: Vorcon Wan W (Pepuh), 
Arcadia 7 (Ped at Monqtiendi Cityf, Con- 
quest (Anar Nanm, map! I Si I ') ) 

♦036 SDavies 

16 Clan Street, Ton-Pcntre, Rhnndda. 
Mid Giant, S. Wale*, CF41 7HQ 
GAMES: It's A Crime! 4\gang 31 $ 
con Wats 64 (C'\- 

+037 SWyatt 

60 St Andrews Road, Saocburyncss, 
Essex, SS3 9JJ 

GAMES: Vorcon Wart 73 (Prifm), Vor- 
con Wan 7S(Sathal), Ii'sACrinuf4(Mer- 
cenaries), Kings of Steel (Woodland 
Affiance) 

•038 Richard Goff 

10 Inghs Road , Colchester, Esse*, C03 
illli 

GAME: Arcadia 12 (player 1 7) 

•039 Jason Huggins 

35 Garratts Lane, Banstrad, Surrey, 

SM7 2ED 

GAME: Saturnalia (Vemx) 

+040 Dean Stuan 

26 Ullswvter Avenue, West Auckland, 

Bishop Auckland, County Durham 

DL14 9LR 

GAMES: Vorcon Wan 69 (THOPAL); 

Vorcon Wan8S(TRJBER};Conqui i 

A Crime! 7 (Gang 267); Si Valentine's Day 

Massacre 



+041 GaryRooksby 

42 Spjrmcy Road, Kcvwonh, 
Nottuighamahire NG12 5LN 
GAME: It's A Crime! i Scorpions. Gang 
497 ut Game S) 



•042 Andrew Middle ion 

3 Demerit Road, North Shields, Tvne 

And Wear NE30 3AH , 

GAMES: /i f i A Crime!; Shattered World 

•043 David Patrick 

IS Geoffirevson Road, Cavershara, 
R«ading, Berkshire RG4 7HS 
GAMES: Casus Belli 3f(Ph&v 9 :■; Aft ..-1 
Crime! 8 (Mutant Werriort); The Hunting 

+044 David Norman 

7 King's Lane, Behington, Wirral, 
MerseysjdcL638NN 

GAMES: Vorcon Wan 76andH8;Kmesof 
Steel 17 

•045 The Dark Young {one} 

59 Thornton Avenue, Macclesfield, 
Cheshire SKI I 7XL 
GAME: Super Vorcon Wars 96 
(Commander CRQNVQ) 

+046 Gareth Williams 

i J Western Avenue, Brentwood, Essex 

CM144XR 

GAMES: Its A Crime.' 4 (Pemgrims;; 

Super Soccer (AC); CrafimofTi World 

(ifearhSouad) 

•047 Andi Watson 

8 Earlswood Crescent, Kippas, near 
Leeds, West Yorkshire LS25 7JQ 
GAMES: Ift A Crime! 9; Further Into 
Fantasy (Thai); Saturnalia 

+048 C Houghton 

12 Tedder Road, Beaconside, Stafford 

ST16 3RA 

GAMES; Vorcon Wars S3 (VARMER •; 

Super Voram Wars 87 (GASTCG;; 

Ctasmoffs World; All's (Western) 

•&49 Patrick Walsh 

36 Verney Road, Longlev, Slough. 

Berkshire SLiMjNX 

GAMES: fi'iA Crime! 7 \Lynchmob); 

Soccer Star (Lmgley EC •■ Football League 

(Spurs) 

•050 David Brimley 

41 Silverihom Gardens, Chingford, 

London E4 SB W 

GAME: It's A Crime! 4 ; The Umumeable) 

•051 Hugo Allen 

38 Bathwkk Hill, Bath, Avon BA2 6LD 
GAMES: Vorcon Wars 66 (THOGET); 
Vorcon Wars 75 (TRALIC): Iff A Crime! 
7 (Hdl Street Sewn) 



•052 Carver Tcdstone 

48 llse Walk, Merthyr Tydfil, Mid 
Glamorgan CF47 SRR 
GAMES: Kings Of Steel 19 (KIR); 
Kingdom Of Orion 2 ai Belli 

38(Piayer 15) 



•053 Neil Mould! ng 

4* Park Avenue, Allcrton Bywater, 
CastJcfordt West Yorkshire WF 10 2AS 
GAMES: It's A Crime! 7 (Death . ' 
S in km | Cas-tleford Cosmos) 



BRENDON 
KAVANAGH S PBM 
DIRECTORY, CRASH, 
PO BOX 10, LUDLOW, 
SHROPSHIRE SYS IDB 

CRASH November 1987 63 



r 



\ 



4 



I 



*rxma* wi«mg» 



C6M 64/128 

£9,99 C£ 14.99 D 

AMSTRAD 

£3 .9? c « 1 4.99 D 

SPECTRUM 
£7-99 C 
ATARI ST 
£■19.99 



GARYUNEKER'S 
SUPERSTAR SOCCER 

Take the brain teaming demands of 
football mansjtmem, the mysterious 
qualities of team coach 'and add the 
exp-iosiva talents of a star striking centre 
forward and youVe got Superstar Soccer - 
an original and innovative approach to th«» 
garnaof fbotfaaii that'* every bit as 
breathtaking, every bit as exdtirtg as Sarv 
LlneKer, England's premier strEker. 
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ALTERNATIVE 
WORLD GAMES 

Why be serious W 
there's so much fun In 
taking an alternative view 

"<j». Represent the country 
of your choice Jn such events o« Sack 
Radng. Loo Flogging. Running up 
wail's. Pole cl/mtiing and Boot 
Throwing, This Ingenlou* 

I <:Ious spot' 
have you In stitches, not to 
mention I* vers. Sacks, Pile* 

of sand., come to think of Jt. 

rfc may get sgrfous after all. 



CBM64/128 
€9.99 C 
£ 1 4.99 D 

AMSTRAD 
£9.99 C 

tl4.99 D 

SPECTRUM 

C7.&- 

ATARI ST 

£19.99 
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CRM 64/128 
CS-EJO C £ I 4.99 D 

AMSTRAO 
£9.99 C £14.99 O 

SPECTRUM 
£799 C 
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COMPENDIUM 



Wacky, Wacky. Wacky is the beat way 

escribe this adaption of the 

rional board gamss compendium . 

Your Iwstts are the Winks, father 

Tiddly Wink and his wife. Mavis Wink. 

Up -to four players can compete by 

3 the role of either one of tho 

en. tlws baby or tha Wink 

Play Snakes and Hanartlswncrs 

es wriggle across the board. 

or the pub gam« yvhere a tivth«>r drunk 

Tiddly Wink flip* hf» boor glasses In 

the air for the rnst of hi* long 

suffering family to catch! Old 

•j do and Blnoo are 

not forgotten In this hilarious 

game far one to four players. 



BLOOD VALLEY 



Arnt deous 

an iderofth* 

Firedrake has docreed 

rivus-t be hurrted 

■ . fa aj and 

brought to sentence. Your only 

char* ■,--. al is to escape the 

valley. Do you have the will and 

resourcefulness to succeed not 

□ af nst your opponent but the 

creatures and eerie be 

fantasy world of Orb s 

Based on the Duuimaster series 

of fantasy books by Mark Smith 

and Jamie Thpmpsan, author?: 

s Way of the Tiger. 
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CBM 6-0 
£9.99 C fc 1 4.99 D 

AMSTRAD 

£9.99 C 

f> 1 4.99 O 

SPECTRUM 

£7-© 3 C 

ATARI ST 

£19.99 



i * , ^ 



s\ m 



I 



■ NOWAVAllABLE-theofficlalspectrumUpgradei ■» 

^Turn your Spectrum into* 
^pectrum + for just £24 



Professional nil I sire Keyboard 
-nciua« 17 extra tevs. 
Responsive typewriter-style action 
Accepts ail currentspectrum 
softwareand per jphersls. 




+ £1.50 p + p 



': ... ..,!►.. 



Invent 
vkJiw 




t •■!!>. ■ 



:«&! Cdpilnck 



Bdete, 



mode j|, '_^ 
Caps shift 
Scnveoion 




I"-'-.-. '.- 



Spattfcur 



Jnve^ectiamma Curs* tartrate, 



Cdmrnj; 



S e ?J ?c me e * c,tift 9 news for Spectrum owners ... 

Be official Spectrum upgrade Kit, "me upgrade tias everything you 
nff 5 t0 tu L n ^ ur SD * cmm in *o »* »v«sb new Spectrum +. you don't e*en */* 
' S?f n u "^ r " andin ? of ^^^■Jysttheabiiiry tosolderafew wires togemPthe 

I SSI?f ? bt ' 5tBpl "™ n5 ' lf^«t SU r f «oi g , 

p^T^S 

I The bigger, better Spectrum keyboard 

I ^« ?^ u ded T ¥w IJ fmcf tl>e new ****»«> "* 3 smooth, Xye 
» IK^T^" 9, "^ ^^^S. simulation programs and J 
wwTOieo programming sessions. TWoreWKtaMeJegsfllveaperftettwiiwpKmoS 

o see dedicated punctuation Keys, a space tor, and separate shift Keys fcr qraohfcs 

computer s memory without disconnecting the power suppiy, 



THe official Spectrum Upgrade. Natural your upgraoeo 
ta ««i, 0m ? , ? r Wl " accep < a " the Peripherals in your Sinclair system , 
« «™ e J M,cr ° drives and SO on • as wen as ail spectrum scftware 
wot t^STl 1 ^ W Spectrum S0ftW3re ana *>enunerais will oe designed 
wrth the spectrum * in mind. So the Sinclair upgrade adds stylish locks new 
capabilities ... and new potential for the future 
HOW TO ORDER BY MAIL 

ur oerccan be plates Dy jsing your Access Card on the numbers oeiow. FT1 r 



Mfeii/JM 



Upgrade Deot. w High street West, ciossop Derbyshire SK13 bh i 
Tel: 04574-66555/67761 Head Office & access orders 
Manchester 061-255 0376 while vou wait repair oencre only, 
c copyright videovau It Ltd. No. 789003 
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SPECTRUM 
MANOEUVRES 
THE DARK 




I PAID only a flying visit to The PtWShow and it was on a trade day, so 
I didn't meet many CRASH readers. J did, though, gel the chance to talk 
to representatives of the strategy-producing software houses, and I 
struck by the fact that the American exhibitors, who promote 
blockbusting and expensive disk-based strategy software, were much 
more voluble, enthusiastic and knowledgeable about their products than 
those who might give us Spectrum games. To be fair. I could find no 
representatives of PSS, Lothiorien or CCS, but I was disheartened to get 
no news of interesting forthcoming Spectrum strategy games. And I 
didn't even get a shot in MicroProse's flight-simulator machine. 

In this issue and the last I've written only one game review: this month 
it's nothing more than a budget reissue of a gokdeti oldie. A couple of 
months ago I was filling up space with reviews of compilations; it's not 
that I wish to decry compilations, but it would have been healthier had 
they been squeezed out by mare urgent reviews of new releases. 

Meanwhile, I receive parcettuls of goodies for Manoeuvres, the 
strategy section in ZZAPL Glossy, expensive, elaborately-packaged disk 
games, resplendent with fold-out maps and chunky rulebooks, arrive 
regularly every month. 

What can be deduced from this - and from my experiences at The 
PC W Show - is that the American software market is very different from 
the British. The Commodore releases I received are all American imports, 
and strategy games take a large chunk of the market in the USA. 

The average American software-buyer is older than the average British 
gamer, thus preferring a more complex and intellectually stimulating 



game. And computer-owners in the States have disk drives {the 
Spectrum is hardly known there), which makes an enormous difference. 

Though a strategy game or wargame needs a good operating system. 
once it has that it can expand infinitely in all directions- Wargamers revel 
In any complexity which doesn't actually impair the payability of the 
game, but it's always limited by available memory. Beautiful tricks can 
be played with just 4©K, and programmers who have all the space of a 
Commodore disk to rattle around m are demonstrably lazier and sloppier 
with their techniques; but if a programmer has any sense at all he can put 
a lot more units, maps, parameters and scenarios on a disk than in a little 
Spectrum. 

We have the 1 28, but who's bothered to write specifically for the 1 28? 
Even expended versions on the reverse side of 48K game tapes seem to 
be going out of fashion. 

The Spectrum and its software have survived against some odds, and 
as Tve said before I don't think flashier 8-btt machines like the 
Commodore can match the Spectrum when it comes to single-load 
arcade games. But the wargamer - and adventurer, indeed - has to face 
the fact that there are much more exciting things happening an machines 
with disk drives, 

I'm sure that the recent paucity of releases has just been a temporary 
lull , or the result of a couple of software houses forgetting to send review 
copies, and that things will pick up again in the run-up to Christmas, But 
that doesn't alter the physical facts of computer nature. 



ARENA 

Producer: Bug Byte 
Retail price: £2.99 

Arena Is quite an old game, once 
generously packaged in a video- 
style box with a glossy rulebook 
and now reissued in mora modest 
garb at a budget price: the book 
has been reduced to a folded 
sheet. The game, however, is 
exactly the same. 

The strategy game with the 
tacked-on arcade sequence Is 
:nown to wargamers. It's 
tempting to describe Arena as an 
arcade game with a tacked-on 
sgy section, but that wouldn't 
be doing justice to the fairly careful 
integration of styles. - the static 
screens and the shooting-at- 
thingssereG' 

The original rulebook says "the 



arcade sequence Is not desli 
as a glossy diversion which is 
irrelevant to the outcome of the 
game', and it's perfectly 
Arena is actually an easygoing 
version of that milestone in 
computer gaming history, 
Battlezone or 3D Tank Due/ or 
whatever else it called itself in its 
several guises. 

This is the scenario. It is 2027. 
By the second half of the 20th 
century, man had abandoned all 
that dangerous and expensive 
warfare in favour of the medieval 
concept of trial by single combat. 
Each nation has a champior 
any dispute between countries is 
resolved by a duel in the Battle 
Arena. These duels have turned 
into major mass -media events, 
and the champions are held in 
popular esteem. 

The English champion was 
killed last month in a duel against 
Wales, fought over the excess use 



of Welsh water by the English 
Midlands' megacities. And, for 
some reason not fully explored, 
you are the idiot who has 
volunteered to replace him. But 
before you can be allowed to 
defend King (presumably, by 
2027) and country against French 
milk-importers and the like, you 
must prove your prowess in the 
Arena. 

Upon this reasonably 
improbable scenario is hung a 
game which involves killing six 
enemy tanks with six tanks of your 
own; the Arena is a large area ot 
landscape and road, much 
extensive than the size of the 
screen display, in which the six- 
tank battle is fought. 

At the start of the game, the 
player is given the choice of the 
tournament or the challenge 
version. The Challenge Game is 
described as a practice mode, and 
consists of a single bout of combat 



with a single batch of six tanks: it 
you eliminate the enemy's tanks in 
this mode, you've won and the 
game ends 

The Tournament Game, which is 
the 'real' game, puts Arena very 
firmly in the arcade camp, it's 
highly characteristic of arcade 
games that you simply can't win 
them, ever; defeat one wave and 
you're moved onto a slightly 
higher level. Such a philosophy 
gives little of that essential quality 
'game incentive' (though others 
obviously don't miss it - the 
eternally tncomptetabie Space 
Invaders was mildly popular), and 
a lot of the later, more 
sophisticated arcade games hold 
out a distant but definite prospect 
of winning in the end. 

Arena is supposed to be about 
trial by single combat, and the 
open-endedness of rts major 
mode makes nonsense of that. 
You should, if only after a lengthy 
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and arduous series of combat 
rounds, be able to vanquish the 
enemy and retire from the ring with 
a wooden battle tank or at (last a 
targe cheque. But as it is, you are 
the onfy one of the combatants 
who can be defeated. 

Another aspect doesn't make 
sense: you have simultaneous 
control of six tanks, though you 
can only give orders to one at a 
time. I don't believe the Champion 
rs supposed to leap out of on© 
tank, dash across the battlefield 
and take charge of the next And 
yet you can't be controlling the 
tanks remotety, because the 
previous Champion was kilted in 
combat . . . perhaps it's unfair to 
be too literal about these things. 

Having chosen the type of 
game, the player can then select 
one of four models of tank. The 
tanks are defined by three | 





BRIEFING 



Look - no Chaos hints! 

Instead, Roger Paehby of 
Mansfield agreed wrth my review 
of Samurai in issue 39 except on 
one point; \ found it impossible to 
win even on the easiest level, and 
he hasn't had the least difficulty. 
His strategy goes something like 
this: 

When buying troops, ignore the 
peasants and get at feast two 
mounted troops and two ninjas. 
The ninjas are especially important 
and ought to be guarded carefully, 
for they can win the game for you 

Defend bridges by plugging 
them with men, so that the number 
of attackers coming from the other 
side is reduced to two. Jf the 
combat is on open ground , Fine up 
your men, alternating, foot soldiers, 
mounted men and ninjas. Recess' 
mnjas between troops so that they 
are safe from hand-to-hand attack 
but can let ffy their shuriken at the 
enemy. 

Sometimes the enemy trap 
themselves in the southwest 
comer of the map towards the end 
of the game, thanks to Samurai* s 
unintelligent movement routine. 
They're easy to pick off with 
strategically-positioned ninjas. 

Using these tactics, Roger 
claims he has only ever lost one 
game. He is, however, unable to 
tell ma the function of the 
mysterious inaccessible icon. I 'm 
still waiting for someone to 
enlighten me. 



wasn't very impressed by 
MartecrTs Armageddon Man 
(reviewed in Issue 44), and thought 
it was one of those impossible-to- 
complete games, so I was 



surpnsed to receive a letter from 
someone who has actually 
succeeded: Richard Pitman has 
managed to rid the world of 
nuclear weapons and gain a score 
of 100%. 

The first thing to do in the game 
ism position spy satellites over the 
borders of countries till you have 
the best cover possible. One 
satellite can, if well-placed, watch 
over three countries at once. It's 
imperative to put an SDI satellite 
over Japan right away, as it's 
nearly always the first country to 
be attacked. The others sbou Id be 
concentrated over the Middle 
East. 

Move your UNN forces to 

countries with abundant 
resources, and distribute food and 
technology to poorer nations till 
everybody has their fair share. 
Routinely send letters every 
week to all countries telling them 
to improve their relations with 
each other. And as soon as you 
start the game send letters to 
every country to tell them to 
reduce their nuclear arsenals, ff 
any country is unwilling, sit your 
UNN troops on it for awhile. 
Gradually, the nations of the world 
will disarm. The sooner you can 
get them to do so. the sooner the 
risk of war will be reduced. 

Always reprimand countries for 
antisocial behaviour like 
ambassador-assassinating 
embassy-attacking and launching 
nuclear weapons. 

Never disagree with a country, 
ignore it instead. 

Richard promises disarmament 
and world harmony within 30 years 
if you follow these tips. If only it 
were that easy in real fife! 
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► The original; 

QuiGksirra's Battfatone 



characteristics: speed, armour 
and gun calibre. Each type has a 
specail feature, too. Light tanks 
am fast bui are only lightly 
armoured and have a tow gun 
caiibre. Their major advantage is 
the*r mine-planting capability, and 
the enemy don't hesitate to plant 
mines «f they're using fight tanks - 
tnougn In my experience they're 
also adept at running over them 
and blowing themselve: 
Heavy tanks are well-armoured 



mind or spring "a different model 
onyou with e)jery wave. 

The player starts with his six 
tanks lined up in a neat row at Dne 
edge of the Arena - to get things 
going they have to be moved out 
into combat. One lank can be 
selected at a time, and movement 
orders given to it This is effected 
via the inevitable icons, which 
seems to make a simple process 
convoluted; first you have to select' 
the tank, then the movement icon, 
then the type of movement you 
want - cross-country or sticking 
to the road - and only then may 
you use a cursor on the Arena 
screen itself to indicate the tank's 
destination. 

If you choose road movement, 
the tank will trundle round the 




Arena's contrived scenario is an excuse for a Battlezone tank clone 



and can do a lot of damage but 
move very siowly. Stealth tanks 
have moderate armour, speed and 
guns, but can't be detected by the 
enemy's radar and so can pop up 
unexpectedly. Hover tanks are 
very fast and can sail over usually 
obstructive features like • 
and have light armour and a heavy 
gun, 

Each model has a slightly 
different shape onscreen, which is 
clearly illustrated in the rules, so 
you can tell what to look out for. 

Unfortunately, though you can 
choose which type of tank you 
want you can't intermingle the 
tank types. This would give a 
greater variety of strategies. In the 
short Challenge Game you can 
choose the enemy's tank types as 
well, but in the Tournament Game 
the opponents make up their own 



track very obediently. Ammunition 
stores are located by the roadside 
and enemy tanks tend to stick to 
the beaten track; they also lay their 
mines there. 

You can give all the tanks 
movement orders like this, though 
there's little point in trying to keep 
track of all six at once. The game 
comes to an abrupt end if your 
master tank is destroyed, so it's 
wise to keep this one out of 
combat 

The object of Arena Is of course 
to destroy the enemy's tanks. I 
found that the least energetic and 
most convenient way to do this 
was to sit a tank on the road quite 
close to an ammunition store, and 
wait for the enemy to come to me. 
me only problem is there's a time 
limit of a thousand seconds for 
each wave. 



^ 






^H 




Whatever you do, you'll soon 
spot an enemy tank gliding 
towards yours, If the tanks are 
scattered ail over the screen then 
the first you know about it may be 
a scrolling message informing you 
that tank 3 Is under attack. Tank 3 
win be destroyed undefended 
unless you deal with it -your tanks 
can't fire back on their own 
initiative - so it's imperative to 



select it as quickly as you can and 
move on to the battle screen. 

It is on this central screen that 
Arena comes out of the closet and 
proves itself a rather gentle 
Battlezone. 

Quieksilva's Baffiezone, 

reviewed in CRASH Issue 1 1 , was 
an arcade game first, and found its 
way to the rubber keyboard as one 
of the fi rst ani mated wireframe 3-D 
games. In it you trundle around a 
surrealist landscape in agonizing 
slow motion, surrounded by odd 
purposeless items of scenery, till 
you encounter another tank 
creeping along the ground, 
pushing through treacfe. you 
centre him in your sights and with 
infinite slowness dispatch a small 
box which makes its leisurely way 
toward the. target and perhaps 
causes it to explode carefully and 
gradually, 

It is one of the slowest games 
ever, and it was successful 
enough to spawn clones which 
copied it unashamedly- In Arena 
we have this classic reproduced in 
loving detail, ft isn't quite as slow 
as the original , but it certainly isn't 
lightning-fast. We even have the 
blank surroundings interrupted by 
the occasional deformed-looking 



tree. 

The sequence isn 't very difficult , 
either. Two or three shells even 
from a light tank finish off the 
opponent before he has time to 
turn round and fire at you. The 
danger lies in getting caught 
between several tanks, and firing 
at your own if you have two in the 
same vicinity. 

The screen display has the 
polished and pleasant assurance 
of an arcade game. A large 
window depicts a small portion of 
the Arena, well-drawn, with terrain 
features (which don't play a very 
significant role) clearly identifiable. 
There are four different maps 
which come up randomly, and the 
essential ammunition dumps are 
on different places in the road 
circuit of each. 

The circuit is shown in miniature 
beside the map, and the known 
positions of tanks appear as small 
radar dots, Arranged decoratively 
around the main screen are icons 
for operating the game and a 
dispJay whicn shows how many 
rounds of ammunition the 
currently-selected tank has left. 

The presentation of Arena is 
attractrve and pleasant, 
though there's not much depth to 



the game, as a structured version 
of Battlezone it is reasonably 
entertaining. 

Presentation 80% 

The onscreen appearance Is 

pleasant, the icons no more 
annoying than icons usually are, 
and the scrolling smooth 

Graphics 81 % 

The map graphics and 

wireframe graphics of the arcade 
sequence perform well 

Rules 70% 

Though condensed from the 
original edition of the rulebook, the 
rules still set out the salient points 
and Illustrate screen symbols 

Authenticity 45% 

Barely a consideration - the 
scenario is improbable, the game 
makes no attempt to play it out, 
and the tanks scarcely behave like 
tanks 

Payability 65% 

In a game which is really an arcade 
game slightly slowed down, there 
isn't quite enough happening to 
hook interest 

OVERALL 67% 

Not bad at a budget price 




FORUM 



LINES OF BATTLE 



The majority of my fetters this 
month were replying to the issue 
44 fetter from Robert Lines, who 
expressed in strong terms his 
moral objections to wsrgam&s. 
The correspondents disagreed 
with his views, in equally strong 
terms , . . 

Dear Phiiippa 

I, like Robert Lines, am not a 

'wargamer\ Hopefully that is 
where all similarities end. 

To say that it was the constant 
glorification of war that 'sent 
millions upon millions of men to 
their deaths' and that these men 
were 'merely attempting to 
survive" is most insulting. We may 
not know the 'pain, anger, 



sadness, horror, frustration and 

sheer evil of war' , but you only 
have to see the atrocities 

■led at Auschwitz and 
Belsen to realise that there was 
something worth fighting for. The 
freedom to hold your own beliefs 
and live your own life is basic to 
any civilisation, and if going to war 
is the only way to preserve these 
rights, then that is the way life 
is . . . 

In your forward, you refer to 
'strategy games*, and to the 
pleasure of beating the computer 
with a good strategy. Perhaps it is 
this that wargamers enjoy, rather 
than the 'how many people can I 
kill' of Mr Lines. 

Andrew Wilson, North Chailey 



Dear Phiiippa 

Firstly, war. in fighting for ones 
rights and beliefs, is notalways 
wrong. In the First and Second 
World Wars, the German armed 
forces and her allies attacked 
Great Britain and her allies who 
rallied together and fought back; 
this reaction was morally right. I 
am sure that you would have let 
the Nazis walk all over your face 
without reacting (except maybe 
complaining a bit). 

Secondly, how dare you tarnish 
the names of those who fought 
and died for their beliefs and what 
was right by saying that they were 
not brave? Yes, they were 
frightened and often led by bigots, 
but nevertheless they still carried 
on fighting and I for one am very 
proud of them. I am also surprised 
at the way you call them all 
conscripted as a vast proportion 
were volunteers. 

Thirdly, don't lecture us on 
legalised killing. If it were not right 
it would not be legal. When 
someone does something wrong 
they must be punished in 
proportion to the crime, no more 
and certainly no less. This system 
is used in all stable legal systems 
and religions. You seem to have 
the wrong idea about cadet f o rces 
also, in my air cadet squadron we 
are taught how to fire a rifle but the 
ti rst thing we were told and retold 
every lesson is NEVER POINT A 
GUN AT ANYONE. 

A Schofield, Tamworth 



Dear Phiiippa 

The thing that upset me most 
about the letter was the following 
passage: 'We are told every 1 1 th 
November that these men were 
patriots, that they were brave, 
THEY WERE NOT. 1 Who the hell 
does this Insensitive, inhuman 
halfwit think he is? 

My own grandfather joined the 
army in the First World War ... He 
was 15 when he enlisted and he 
knew he might get killed. 
Obviously this Ones person does 
not appreciate what bravery that 



took. Later in the war my 
grandfather won the Military 
Medal for saving the life df his 
captain by running into "no-man's 
land' and dragging him back. My 
grandfather did not haveto do ?n e. 
He was not ' merely attempting to 
survive", he risked his life for 
another's. He was lucky, other's 
weren't - but all who fought there 
wen=Lbrave. COWARDS like Lines 
and myself are not really fit to 
criticise anything these men did. 
Perhaps this Lines person would 
like to come round to my house 
and explain to my grandfather's 
daughter and her husband how 
much of a lonely, unhappy 
frightened man my grandfather 
was. .. 

Christopher Cooper, Leeds 

Dear Phiiippa 

Being a wargamer, unlike Robert 
Lines. I feel more qualified to 
comment on the subject. 

War is morally right when 
people's freedom, loves, lands 
and lives are at stake. Past wars 
are a guide to present and future 
generations not to wage war. To 
forget the horrors of war is both 
dangerous and naive. 

Authentic wargaming like 
Theatre Europe gives the players a 
better understanding of human 
conflict than most books and 
films. In wargaming. the so-called 
good guys don't always win and 
when the casualty figures come 
pouri ng in a sense of loss, guilt and 
failure prevail, thus keeping alive 
the hopelessness of war in people 
with no personal experience of 
such Carnage . . . 

Terry Goater, Gosport 

Finally, I'd like to thank the three 
peopfe who have kindly supplied 
me with copies of Chaos: tart 
Harrison of Llandudno, Damian 
Zablocki of West Bridgford, and 
Paul Fulcher of Thetford, whose 
letter started it all. I am now 
abundantly swamped in Chaos, 
and have no excuse if future 
listings I publish don't work. 
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Gang of Five meet Action Force™, 
Virgin's Gang of Five have created 
the excitement of an Action 
Force™ adventure for your 
computer. 

COBRA, the enemy, are attacking 
the military installation on the 
island of Botsneda. A W.E Striker 
has been enlisted for the 
dangerous mission of rescuing 
classified information from the 
war-torn eastern sector. 

Your part in the mission is to 
cover A. W.E Striker from the air. In 
the Spectrum version you are 
Snake Eyes, air-borne with a 
helipack In the Commodore 
version you control Dragonfly 
helicopter. Both feature smooth 
scrolling, excellent graphics and 
fast arcade action that Gang of 
Five are famous for. You must 
dear a sa fe path for A. W. E Striker 
to successfully complete the 
mission. 

Commodore 64/128 cassette £935, 
Spectrum 48/728 cassette £3.95 
Spectrum + 3 disc £14.95 



Please send me ACTION FORCE™, 



Please make crossed cheques or postal 
orders payable to Virgin Games Ltd and 
send to Virgin Games Ltd, 2/4 Vernon Yard, 
Portobeiio Road, London W11 2DX. 



LJ Commodore 64/128 £9,95 cassette 
□ Spectrum 48/128 £935 cassette 

I I Spectrum + 3 £14.95 disc 

Name 



Address. 



PLEASE DO NOT POST COINS OR MONEY! Total endosed_ 



1 




February 1985 
Issue No. 13 

Released on 
January 24th 



■■flly known as *' The Spectrum ■'■■ i 1 colour more ambitiously 

■ t?dece$$ors. Olwer uttis keen <m painting an almost abstract 
: '^M of a ytst^omer w ih^Spectrimi (there taste ■ 
'"wwv I hmmas), wide open to its magic and mystery. It's a a 

■>/ symbolism, the Spectrum colours animatwg the otherwise .grip,; dtftereni 
'•anting seems to ithminaM the whole- cover so thai 
is up to more than the sitm of in parts; there's tealh nothing here tied % 
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The CRASH History 



Even game maps had become the subject of exclusivity! Witness the cover flash for Psytraxx 
from The Edge. Exclusive maps were, and still are, a rather daft notion. But by this point 
magazines would slap 'exclusive ' over anything that could be drawn within a preview 

copy's arrival to beat a rival magazines carefully negotiated 'official' map. 

The good turn Elite unwittingly did CRASH, which I mentioned earlier in the CRASH 
?ry, was concerned with its game Aimolf. This was to be a TV tie-in in revc sent 

the Birmingham-based Central TV news desk a press release about the youthfuiness of 
Airwotf s programmer (actually Richard Wilcox, young, but not quite the spring chicken the 
ise made him out to be!'). Central rang Roger Kean to double-cheek whether this was 
commonplace, and whether A irwolf actually was a hit game. Roger told the researcher that 
he would have to consult his school-age reviewing team, a statement calculated to an 
CentraTs interest. 

The thought that a bunch of mere schoolkids was passing judgement on games which 
would then affect large companies' sales - and all this from the obscure town of Liidlow - was 
irresistible. 

Next day, a four-man Central TV crew arrived in Ludlow to interview Matthew UffindeU* 
Ben Stone. Robin Candy and Roger Kean, The TV reporters wanted to have the CRASH 
reviewers playing Airwolfsnd chatting about it. Unfortunately it was left to Robin to say why 
he thought it was a hit, and because he was the only person on the team who really didn't like 
the game much he was largely cut out from the edited programme, as was Airwolf, But 
CRASH appeared the following evening, December 19, on Central News in a five-minute 
piece. 

Also that month Legend gave us The Great Space Race, leaving most reviewers undecided 
as to whether it was the biggest disappointment of all time or the biggest hoax. Large 
shipments hit the shelves before the reviews - and then the sales died. Sometimes, justice 
does prevail 

All magazine publishers were concerned that the Government would levy 15% VAT on 
magazines in the April Budget. Periodicals and books had always been zero-rated, and there 
were gloomy prognostications that such a tax would mean most magazines would have to 
increase their cover price to stay afloat financially, and thus lose readers. All this led Roger to 
predict m hi .s editorial the death of some computer i i 

In the event magazines were left alone by VAT, but several titles would still close, as the 
computer-magazine market, safely sailing for three years, entered a period of great change in 
the wake of CRASH'S quirky success. 

An early software casual* y of 1 98 5 was Fantasy , whose Backpackers Guide To The Universe 
had failed to hit the mark, Faatafj? released Drive /«, a reasonably-rated yet nevertheless 
disappointingly derivative game, and then, as everyone awaited news of the sequel to 
Backpacker's* simply vanished from the face of Cheltenham, leaving debts and confusion. 

On the brighter side, Hewson scored a Smash with Technician Ted, a surprise to many 
outsiders, who considered the game nothing more than a competent. Jet Set Willy clone. The 
CRASH team just loved it, though. Of course there was also A inudf{ Candy excepted) and 
Firebird's first full-price (Gold Range) game, Buggy Blast- a 3-D shoot-'em-up bettered 
since, but impressive then. 

Derek had some thrills too: Daomiiark's Revenge proved to be even better than its 
predecessor, Lords Of Midnight making programmer Mike Singleton one of the most praised 
people in the business. 

And 1 shouldn't avoid recalling that, to our shame, this issue also reviewed Jon Ritrru: 
Match Day, failing to Smash it - we've never been allowed to forget that! And Robin Candy*s 
never forgotten Issue 13 either, for this was his first as Playing Tipster, complete with cute 
little curly-haired photograph. He loved the fame, hated the photo and it has dogged him 
since- serves him right too. 
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March 1985 
Issue No. 14 

Released on 
February 28th 



InmM respws, hm If* W fc &* CRASH tW to bt , ,,/ to a 

pamanar g , m >, A Wafly . 7-^ ^ ^ fc ^ ^ 

W«te and do semttkmga tmtch mot* comic, and the six tkmaam m Mtkro-GmS 

brash colours r> w compile contrast to th* previous month V Thm m n<m t oLer 
always tmd w ke*p rmdm guessing what ike- next issue's cover vtrprise wilt 



Secret negotiations had been caking place with Chris Anderson, Editor of publisher VNU's 

&^Ipcc a nCW , m tf ^ f0r the Co "°- 64 to be called Spn te & Sound SkZt 
afterwards PCG ceased publication as pan of VNlfs planned reduction in computer .(L? 
And jibi weeks after a Egoistic blast in the press from ft* K editor Tw tSSSS 

The dramatic changes in the outside world were reflected in CRASH Towers The earlier 

financial smigg l es during the lean times had eased as CRASH'S circulaZ rose TZ 

company couid afford to hire some more staff to ease demands oS£ ££ In & 

ssue, Graeme Kidds name first appeared as Assistant Editor, while short v^krward 

Jeremy Spencer joined CRASH to look after software and the renews Tmde~ 

"VkJ , if ? i r I ' who , Was stl11 sponsible for the photography - and had the 

™ J t 22 ten J ° f 1 lhC fprIhcomin « Commodore magazine to cope with. 

UKA6H ended up on telly again, this time on TV South West's Saturday P«*» F,,*™ 

programme. TSW wanted Matthew Uffindell and Robin Candy o d sets h^CRASH 

renewed games. It meant a trip to the Plymouth studios, a SS5*S5S^2hS 

now that TV appearances were becoming commonplace ' 

be revS ^^% eXd T eS L Fi [ ebird bro ^ ht **** «ipies of a game called tffcfo* to 
be renewed. The only change firebird made before releasing it was to the title HedrL ^ 

*5£3tt!ZEESX2?mri ™ ny w ^ s lati - a *KS£3ft S 

navUnZf^rL . , " "^ C ° P ' eS rf GvroM had found their way into the 

market before the game's late-spring release date. Our security was understandably ral «t 

Sar„otz™ m rr £redpteecopirahada ^ 

^^'^"^^^^Sf^'o^^'ty.requiringfast thinking and joystick dexterity 
received a weU-deserved Smash, as did Mikro-Gen's Svmatf, A Wall, 2SST5 
again on the Willy Week saga. Adventure International caught a StaSSSSSbS 

mo™!^ V 1 " S Q aT ,Pr0 ^ SeriCS fTOm Ma " el C °™ 5 »«• Crt» U adv ent t: 
S™" 8 7"« S-cott Adams. Classic game themes earned Incentive and Bubble Bus 

S <Sw taEE Ve u° r a h£ r nSed C0nVCTSi0n ° f Mo °* Cresta ' an u " departure fo 
h! t„ r u , bCSt k " OWn ior " 5 tm adTO "t^es. But the sboot-'em-up was faSSSJ 
adap«*i for the Spectrum and proved that a well-implemented alien-zapper couti sUnTe a 

mUS&lStl W^ "^ bee " a «=r n ° dore U ****> but with S ^ Crow's 

,J^!?[ ■ ' ' u- WeU ' T 0ne reaUy liked ^"*».6 , S««rf. Newsfield was expected to come 
up wuh something « sharp-sounding and s hor, as CRASH, S o in the end we t ded on 
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WinaPRICELESSalbum! 
Win a pop gig with Chris Sievey! 
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Adventureland Guru revealed 

The 
w SinclairStory 



Beginning a 
four part series 
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April 1985 
Issue No. 15 

Released on 
March 28th 



After the Christmas cover and those of the two previous issues, Oliver wanted to 
get back to the feeling generated by Issue One's picture, a strong* grotesque, 
large-face image. The impact of this technohorror is undeniable, working even 
mare effectively when you compare its organic, slavering wothiness and the 
multifacetedy fly-like eyes. But a closer examination of ike brilliant eyes reveals 
them to be tltuminated Spectrum keyboards, the famous colours just pwked out in 
a refracted flare at the bottom left. This painting tuas not related to any kmmm 
game. 



In March we had reviewed Richard Shepherd's Sid Star 2000, a sports simulation by Pete 
Cooke, remarkable for having a downhill-course construction kit and its use of icons - it was 
the first game to really implement this new 'user-friendly' technique. Sadly, it was to be 
Shepherd's last release. The text-ad venture market had shrunk financially and Shepherd's 
almost total dependence on the genre left the business vulnerable. Only those with powerful 
adventure product could hope io succeed: houses like Level 9, for instance. 
c . ^ Apifl aalwart ^^omega came up with the disappointing Day In The Life, a spoof on 
Jut Clive Sinclair, It proved to be Mictomega's last game, and the label was absorbed into its 
cxraimereial-programirjing parent company as quietly as a ship sliding under the waves. 

April's issue presented more features than had been possible before. Articles on Mizar, 
Scott Adams, pop/computer star Chris Sievey and the regular cover-artist slot showed -clearly 
the effect of having more writers on the staff. Two new regular sections appeared- Tech 
Niche, soon to attract the talents of Simon N Goodwin, and my Merely Mangram preview 
colum ? 7 cognition of the increasing importance to readers of early games news } and made 
possible by Robin taking over the Playing Tips. I 

But we effectively lost a reviewer ai this point; after 15 months of unremitting critical 
game-playmg, Matthew Uffindell felt he had burned out. He bad borne the brunt, writing a 

n^SS • ° D eVery game eVer revicwed > and now he f eh tt was time to concentrate on his other 
CRASH job up in the art department, the technical side of making printers' halftone pictures 
and the rudimentary film-planning techniques which he and Roger Kean were developing 
1 hough Matthew remained on the masthead as a contributing writer for several more months , 
he handed over his function to the very capable Jeremy Spencer, coming down to editorial 
thereafter only on rare occasions. 

For three years the magazine Leisure Electronics Trade had organised a computer- 
entertainment trade show, and at ihe start of this issue their biggest show yet was held at 
London s Olympia. It was a huge success, though at the time no-one knew it would be the 
last and that before the year was out LET would cease publication. At the show a tall 
bespectacled young man wearing an atrociously-coloured Hawaiian shirt under a dark jacket 
approached Roger Kean and announced himself to be a runner-up in the CRASH Reviewers' 
Competition. It was John Minson, then setting out to break into journalism. What he wanted 
was an opportunity to write for CRASH, and soon enough he would do so. 

Also at the LET Show, exhibiting for the first time, was System 3. Its cheerfully aggressive 
proprietor Mark Cale had his first Spectrum product almost ready and wanted a Smash for 
e' H l go t f ±c Same in just before the issue closed for press, and Death Star Interceptor was a 
Smash. So was US Gold's Raid Over Moscow, the CRASH team happily oblivious to the 
controversy raging in both trade and consumer press about the game's dubious political 
xenophobia. 

An unusual hit came from a company better known for utilities than games: Romantic 
Robot, which produced Wriggler. Jeremy fell in love with the cute graphics, but it was Robin 
Candy's favourable decision on payability that made it a Smash. Everyone, however, 
considered Alien 8 to be marvellous despite the climate of opinion on Ulrimate's releases and 
their continuing similarities. The Ultimate debate would dominate my letters pates for aires 
but I still think Alien 8 deserved its accolade. 
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Last gasp of a 
dying genre? 



CHRIS PASSEY rounds up 
the contenders. . 



Plink! 
Plonk! 
Beep! 



-^ 



Sounding out 
Spectrum Music 
Software 






Robin Candy's 
Playing Tips 



Maps of Under wurlde- Bruce Lee 
Everyone's a Wally Sabre Wulf 








May 1985 
Issue No. 16 

Released on 
April25th 



W a loptc for the amir wasn't in question, but OHv fi r t s problem iws kou> toporntv 
the object wir^mr kshv fe trite fntmn-mmtage. method. In th* mm, h* turned 
the idea on its head, crmtng tftis startling motitaged Jbotbalhr, (us body ■ 

up ofncogtnsah.:. mofJfd £ 

mbok* Perhaps whafs most rmarkabk is the uw pj^ , 

rhmtofw Olw&rjmedmhismtvcimmr \pj 



After a tew verbal run-ins with the rival publisher of Your Spectrum (now Your Sinclair) we 

SrlrTL^?^^ 6 ^^ ? ^ C0V f F by referr ^ to ** S ^ 5 eames article as: 

wf^ Tk,- ' m ff l dyUlg genrC? ' (The P ubiisher of Y ™ Spectrum was called 

&i f e /" l? 11 ^ A rath / r more vkukni form of such ^ was shortly to get CRASH 
into a lot of trouble, but more of that later ... 

Despite the lime of year -start of the summer .lump - software held up really well, and 
there was a lot of it about. The six Smashes were very varied: two from the arcades for US 

^~ft ^ efi 3 C ° f *? ^T" PS > «W Perhaps Bug-Byte's K«w F«> ^ 
/fewer were great fan, Hewson's Steve Turner repeated his successful 3-D adventure formula 
wh a return to Avslon m i3»«w- 7W and made it even more fluent, Level 9 predictabiv 
dehghted Derek Brewster with the unusual Emerald Isle, the name of Imagine ££e*ed 
under its new owners, Ocean, with the interesting simulation World Baseball, and Melbourne 
House offered a mixture of brain-teaser and 3-D action in Staritm 

I ,S^i* \*^f?$^* ^ kSt ' PaUla Byn *> ^ at Melbourne House, came up to 
LudJow to show the CRASH teaman early version of the game. Supposed to arrive for lunch 
she finally appeared at four o'clock, worn out by the drive and hSfeg lost tewJS 
Dines A* you can nnagine, Paula wasn't in the best of moods, but it worsened when she 
opened up the cassette case to find that the tape inside was not only an oldCornmoTe 64 
game ttwasn t even by Melbourne House! We received Swum by post a few davs later The 

StVS 3 SeCret M Q ° W ' bUts *"*' ** Slamt0ry ^ Vears is t0 ° lon * "> wai < * 

ri^"^S? n8 ^ natC th3t dUfi ^ g 1W5 the 3Verage price «f Spectrum games had already 
men to £6.95 and, m many cases, £7.95, an increase of some £2 over the two years 1983-85 
Today s prices reflect a further rise of £2, again over roughly two years. The major exceptions 

h «S U8 ** l0W end ^ a11 ° f Which haw ™«tained their budget structures of £] 1 .99 
and fcz.yy. 

And at.a budget price John Mirtson was given his hrst tentative trv-out for CRASH, turning 

Z^!/T 'S* 1^ le " "* fledgUng Tech Nkhe «»n"ancther new contrtS 
appeared: Jon Bares. Composer and computer musicologist, he reviewed nine music 
programs, further expanding the scope of CRASH 

J^t^™ ^ dealS Fflff Gu »> Dukes °f Hazard and jtirmoft Elite popped up with 

appalling 9/i TS) Another, and less successful, tie-in was Quicksilva's Fantastic Vnaee 
based on die 20th Century Fox film. Computer games hadn>t quite matured enough toTeS 
with the big boys of Hollywood , and Fantastic Voyage was an old hat film by some years Bm 
his situation was changing; soon lied-in games would compete with their film sources for 
simultaneous release. 

liv^T?^™^ 8 °" CRASH ' ?° W " m YeoviJ ' Wrsst - where Ci *h Anderson 
'^^ ZZ *?} M ^ tCTS "«* based, the new magazine's fin, issue was being 
compleied. Newsfield was about to double its production base. 
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May 1985 
Issue No. 17 

Released on 
May 30th 



Ocean's Frankie Goes To Hollywood zoos the obvious cover choice for the 
month; the band members didn't appear in the game, but Oliver toas determined 
thty numld on the catoer. For his departure point he picked the kitsch theme from 
the Power Of Love promo video where they ail appear as gilded cherubs around 
an ornate picture frame. It was then a question of fitting in some of ike elements of 
the game. This, perhaps the mm unusual CRj^SH cover, was also the most 
accomplished representation of a particular game Oliver had done to date. 



I 




Once again, we took a Little dig at Your Spectrum on the cover flash , this time in a reference 
to computer repair shops: 'Is Your Spectrum fit for the Scrapbeap?* But the real issue of the 
month was Denton Designs, the talented group of programmers who had started at the old 
Imagine. Now, part-financed by Ocean and contractually supported by Beyond, they had 
formed a nucleus of games designers and programmers, Denton Designs was the most visible 
tip of a new development in the games-software industry. 

The back-bedroom days were over; larger and more financially powerful companies like 
Ocean j US Gold, Argus and British Telecom were taking over smaller independents who had 
survived from the pioneering days. There was a more professional approach. Programmers 
no longer wanted to bother with marketing and distribution, progratnining was their 
strength, and so a number of development groups were springing up, people who didn't want 
to spend time selling their work but who also didn't want to be part of a large corporation. 
They were the new software contractors, and none received as much publicity as Denton 
Designs. 

Gift From The Gods for Ocean was Denton Designs's first released game; in this issue we 
extensively previewed Frankie Goes To Hollywood, but it was Shadowfire for Beyond, the 
game Denton Designs first contracted for, which was reviewed. Looking back, Shadowfire 
actually lacked content, but its shallow qualities were well disguised by the novel icon 
presentation. Pete Cooke's Ski Star 2000 may have been the first game to use icons, but 
Shadowfire was the first to base the entire gameplay and control on these graphic devices. 

In fact, Robin Candy found Shadowfire so easy he'd completed it on the second day after 
its arrival and was able to prove the point in this issue's Playing Tips! 

Much more enjoyably frustrating, though decidedly without the evident progranuning 
cleverness of Shadowfire, was US Gold's Tapper, a beer-twilling experience of keeping bar 
customers satisfied that defied everyone's arcade abilities. It just made a Smash because it was 
irresistible! 

If there had been any doubt the month before about the demise of sports simulations as a 
genre (and history has certainly proved it to be an ill-founded doubt), then New Generation's 
endorsed Jonah Bamngton's Squash helped put fears on the sheJf, though few reviewers 
thought the presentation had advanced much on Psion's Match Point, 

What it did have was synthesized speech for the scoring {Death Star Interceptor had also had 
a go at that), which prompted Matthew, in a rare reappearance as a reviewer, to say it was 
difficult to hear without his ■famdabidozy-super-blaster radio amplifier' - a-precursor of the 
128, no doubt. 

Derek had a couple of Smashes in Witch's Cauldron from Mikro-Gen, an adventure using 
Wally Week-style graphics, and the excellent Runestone from Games Workshop, whose 
graphics showed it wasn't only Mike Singleton who could provide 'landscaping' techniques. 

At this moment a crisis arose. Though Newsfiekfs new Commodore title ZZAP! 64 had 
taken off extremely well, production problems were emerging with its editorial base being far 
away in Yeovil. Chris Anderson had provided a marvellous product, but he didn't want to 
move up to Ludlow, whereas Newsfield's management wanted the magazine in its own 
premises. There was a head-on clash which resulted in Chris leaving the company and the 
ZZAP! team arriving in Ludlow in the middle of June as we started on the July issue. We all 
had to move round to make room ... 
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June 1985 
Issue No. 18 

Released on 
June 27th 



The Dun Darach cover pawing caused a fait stir - some readers reported smng 
the magazine m newsagents ' lop shelves - though the subject matter is realty onh 
a fond reworking of many a pulp SFfsword-and-sorvery Litem. As usual, Oliver 
didnot. move far away from Spectrum references either; note the rainbow colouring 
of Skar's cloak and the air around her. Perhaps ike erotic connotations of having 
a man in bondage to, a woman, even if a sorceress, were m much for some 
ckavmniai CRASH readers, who would feel the same about Issue 31 tuiih tis 
Hannah Smilk cover. 



A dark month for the software business: confirmation arrived that Fantasy had definitely 
gone, and the financially ailing independent Micromania was being forced into liquidation, 
unable to withstand the loss of payments after its distributor, Tiger, collapsed. It seemed a 
shame; never a frontrunner, Micromania had nevertheless produced a handful of interesting 
games, last but not least being Project Future, a Smash in Issue 14. 

The biggest failure, however, was that of Bug-Byte, which went into receivership during 
June. Bug-Byte was founding father of the home-computer game and many well-known 
individuals and several software houses had sprung from the Liverpool company . To be fair, 
the quality of Bug-Byte's products had dropped; still, it was a sad surprise to many, causing 
almost as many fears that the end was nigh as had Imagined disintegration. 

But , hke Imagine, Bug-Byte would be resurrected: Argus, unable to confirm a merger deal 
before Bug-Byte went into receivership, later purchased it from the receiver to use as a budget 
label. e 

And, to paraphrase, in the midst of death there is life: up came Mirrorsoft. After a short 
and low-profile history of educational software, Mirrorsoft suddenly produced Dynamite 
Dan the ever so attractive j^S* WiUy clone which because of its payability , clever map and 
fiendish difficulty well deserved the Smash it received. 

It was a good month for quality games, in fact. Dm Darach left Cuchulainn fan Robin 
Candy in paroxysms of delight as he reviewed Gargoyle's third game (and pleased Roger 
Kean , because he had a credit in the inlay for thinking up the idea of numbering all the houses, 
a suggestion he had offered Gargoyle's Greg Follis during the LET Show). Only recently 
established on the 64, Palace Software converted its Commodore hit Cauldron to the Spectrum 
and had it Smashed, while Mikro-Gen revived familiar graphics and puzzles with Herbert's 
Dummy Run, in which Wally Week took more of a back seat as his toddler son Smashed tin 
the shop. 

What these very different games had in common was that they were new neither in ideas 
nor m gameplay but their implementation was exemplary. Programmers were now 
concentrating on providing a long, complex game with large, densely detailed graphics and 
decent helpings of humour. None of these virtues applied to Domark's big game, chough 
For the majors, fighting a battle for the best licences going, it must have been galling to see 
Domark pick up James Bond in A View To A Kill, especially as the multipart game proved a 
great disappointment. 

How could I know that in another year, the CRASH enthusiast whose Forum heading I 
used in this issue - a 'desperate art student' who'd sent his drawing to the Bug Box - would 
be working for Newsfield? Was I to blame for Richard Eddy? 

ZZAPi staff writers Gary Penn and Julian Rignall arrived in Ludlow during June, halfway 
through work on their issue. This was the moment when Roger Kean, perforce of necessity 
took over editorship of 2ZAP! and relinquished his role on CRASH. It seemed to many 
readers a traitorous actfrom the man who had become so firmly associated with the Spectrum 
but in fact Roger continued to keep an eye on die magazine he had helped found a year and 
a half earlier, as Graeme Kidd moved up from Assistant Editor to Editor, 

In the battle for circulation - and CRASH'S was rising fast, threatening the longer- 
established titles - it seemed to be vital to be seen to be first with the reviews. CRASH staff 
were increasingly exercised over rival magazines getting to review some games before we did 
- one magazine, now defunct, appeared to rate on the basis of seeing unfinished copies. It was 
aggravating, and the situation was about to boil over spectacularly . 
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August 1985 
Issue No. 19 

Released on 
July 25th 



The Spectrum surfercoper has mm ttungf m common with htw Ftgkt'* the man 
*tfW /, kndddUu aMvaUfthe Sp^* atthe MgHtofJZ, The 
a ntwtegmte ***. When a come to usmg colour, str^efy jJafZdimeZ 
art, among Hit ita. They ahcaysmaki m immediate impaa. 



Surfers dice with danger in their sport; the cover was an apt symbol for the issue In a fit of 
self-righteousness - which to be honest had always kin just tiler thesurface ofCRASH*! 

Gra^e K Z e ';r e,Un ,f "«««*>« l ° brEak °™ but u ^v eonSned _ n^ S 
Graeme Ktdd and his small team set aside four pages to lampoon rival magazine JkLuw 

frEm mV?T ° f Wh ? Pr ,° Ved t0 bC m -' Udged «"ta««i for the pro,^ ~l C ™v wf d 
from editorial to art dived in to make it a perfect lampoon everyone involved 

riJ S T? T f when . J ei ; effl y S P«>«* handed Sinclair User's editor an advance coovof 
the issue. Within hours, SmdmrU^* publishing company, East Midland 1 AUkd PrJ5 

O lat 1 rh3 nCt ' 0nt °„ reV 1 en! ? ei ^^K<li^fbuted Asma^oflelvS^h^S 
EMAP won its injunction and the issue had to be recalled rho *W ««l„j- 

«. te^' P fe u ll 5 S ab0Ut •" *** ***»•« TO** » run m cS^favoX 

But before ah this ^MSSaSWioffii 

For the article several CRASH reviewers went down to the car-hire firm and took th, rs« 
out for a reviewing mp. The resultant buggy wars on the market t^Swo fo tt V'l 

A newcomer's advert is likely to arouse curiosity and Odin's was very classv It ran for ™,n 
months before die game's release, but Odin wasn't really as yimrT^Zr^ihoZtU was 

opposite the sad-lookmg, derelict windows of Bug-Byte - in the midst of death, E 
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September 1985 
Issue No. 20 

Released on 
August 29th 



ftZi^Tl mQtker ?™sV# «*»■ &r three nUmh* calm *m t and with 
Hffoimd u m U*d V* Red Moon adz^utc, which featured mXwt™ 

flffcoranw cjoisj* W jftu ito ^ cwfen, WfWUWr »mw<r/fi, hcntute off ths 




Amstrad was about to show its TPr ft l ?« ,v ZJ . ,uuu ™ r* a «*cased a 128K machine, 
speculated thai it might appear at The JTWShmL S q! u f J be Derby, and 
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October 1985 
Issue No. 21 

Released on 
September 26th 



We hadn 't had a space shoot- em-up picture- on the cover of CRASH all year, and 
only the footballer from Issm 16 had managed to get above the stratosphere. Oliver 
looked around for a p&ssibk subject for this issue, sealing on a game previewed in 
ii: Hmsrn'i Astro Cloiw. in truth the cover could be referring to any number of 
games, or no game ai all t but it's a fascinating insight into an illustrator's ttfind. 
showing that without some subject to hang ike design on m the first place ir 'i hard 
to get going at all. The ettds need a means to justify them. 



The eighth PC W Show was over, giving an excuse to prim lots of those pictures you cringe 
at years later - and people wonder why I hate being photographed! Oddly, the usual Hurry of 
hasty releases just in time for the show failed to materialise, leaving the hordes milling around 
watching demos. 

CRASH had Utile better to offer, for the real action took place in the featured previews, 
which gave the ever-space-grabbing Robin Candy a fine time: three previews only he could 
handle (according to him). A Gargoyle Games fan since Tie Na Ndg, he pestered Greg Follis 
dairy till an early version of the next game was viewable at the company's Dudley offices. 
Marsport followed in the footsteps of Daw Darack, but with a new hero and a different style 
of control from the familiar presentation. 

A Steve Turner fan since AvaUm^ Robin was able to gurgle happily about Hewson's Astro 
Clone y which weirdly enough resembled M arsport in some screens. And a dangerous Elite fan 
since Firebird released the Commodore version, he could finally get to grips with an early 
copy for the Spectrum. 

Another preview - and it turned out to be far too early - was of Elite's cartoon licence Scooby 
Doo. As outlined in this issue, the game sounded and looked marvellous, but alas it was not 
to be. Elite ran into programming problems which it couldn't resolve, and dropped the game. 
Later it would be contracted out to Gargoyle Games to redesign and would appear in time for 
the next year's PCW Show. 

Actually in review, the Smashes included Nightshade from Ashby-based Ultimate with the 
confusing prograinming credit of Rare Ltd. Despite its high rating, there was a hint of 
disapproval in the critical comments, a note that no progress had been made since Alien 8. 
Speculation ran rife that perhaps the most successful software house ever had begun to lose 
its touch, not helped by further rumours that British Telecom, which was releasing converted 
Ultimate games on the 64 through Firebird, was in the market to buy the Leicestershire 
company. 

Derek Brewster picked on an adventure with the Wild West-like title of The Touchstones 
OfHkiannon to Smash - actually it was about Robin Of Sherwood - but down in arcade alley 
the joystick-wielders were struggling over the complex karate movements in Melbourne 
House's genre-founding The Way Of The Exploding Fist. There was some disagreement over 
its pi ay ability, but its evident qualities made it a Smash. 

The results of the 1985 CRASHtiormaire were published, revealing that at 17.2 years the 
average reader's age was far higher than anyone had anticipated, and that Playing Tips was a 
clear winner as a section. Another result was a demand for a pay increase from Robin (it went 
to arbitration, but I can't remember the outcome). 

Three fresh names appeared: Simon N Goodwin's Tech Tipster contributions started, 
answering those little problems that affect the technically-minded, and Ian Craig featured as 
On The Cover artist. Ian would later join Newsfieid as an illustrator. The third was a new 
staff member, Sean Masterson, who took over Frontline alter a two-month gap left by Angus 
RyalTs departure from computer gaming. 

This month saw the start of Newsfieid's Amstrad magazine AMTIX ! in direct competition 
with Amstrad Action* which was launched at the same time. Jeremy Spencer became AMTIX! 
coeditor with Roger Kean, each of them doubling their existing roles. And Newsfield had 
spawned its first spin-off, for Amstrad Action's publisher was Chris Anderson, ex-editor of 
ZZA1 [, 
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November 1985 
Issue No. 22 

Released on 
October 24th 



The Zoids cover almost failed to materialist. Martech suffered dels 
development of the program, and vxndd have preferred to put it off for a month. 
But ihi December cm# was already promised to another. Afa&much hesitanon 
it was derided to go with the Zoids gome preview at the very last rmment; so lure 
in another painting executed by Oliver wuh only a ample ef hours to spare. As 
large figures on a monstrous KOfe t explosions mid blasting beams of light have 
always been among of his specialities, it iocs not a serious problem to p, . 
something excellent in a short time. 




Excitement! Sinclair had produced a 128K Spectrum! Well, not quite. He'd signed a deal 
with Investronica of Spain and the Spanish had a 128K machine. It was something of an 
insult, but to be fan-, as the editorial stated, the City had given Sir Clive a hard time, no wonder 
he turned abroad for comfort. Would the new machine be made available in Britain? Not 
likely, not with the financial position of Sinclair, sitting on stocks of abortive QLs and 
yei-to-be-sold Spectrum + machines in the high streets. CRASH did eventually get its hands 
on a Spanish 128 and discovered that it would have been of little relevance to the British 
market. We were still left waiting. 

CRASH'S editorial masthead had expanded yet again, to credit Gary Perm, Julian Rignall 
and Gary Liddon as contributing writers. This was at a lime when there was an ali-hands-to- 
the-deck feehng about the small staff putting together three magazines. Penn and Rignall, 
however, only contributed a litde to CRASH reviews, working mostly on ZZAP!. 

Gary Liddon had originally applied in the previous year. He wasn't taken on then, but had 
gone on to do reviews for Big K, and when that magazine closed he went to work for Domark. 
It was there that Jeremy Spencer met him during a preview for A View To A Kill and was 
impressed enough to suggest Newsfield hire him as a Staff Writer. At first Gary's function 
was to rove between all three magazines, but eventualfv he settled down as a ZZAP! writer, 
remaining with the magazine till Newsfield appointed him to Thalamus, its software house.' 

Astro Clone and Marspon were two of the Smashes for the issue, hardly surprises. Neither 
was Elm a surprise. The Spectrum version lacked some of the Commodore's qualities, but 
made up for them that in speed \ it was undoubtedly a Smash . The Edge also earned its spurs 
with Bo Jangeborgs Fairlight. It was superficially like recent Ultimate 3-D games/ 
CRASH reviewers saw it as knocking Tumation* into a cocked hat and providing a depth of 
game to go with the graphics. Bubble Bus scored again with Steve Crow and Starquake, a 
beautifully-designed game which led one reviewer to comment that it was the route Ultimate 
should have taken. 

Melbourne House's follow-up co The Way Of the Exploding Fist, another joystick- 
mampulating fight game called Fighting Warrior, struck a chord of discontent. Jt just didn't 
work well enough. But Sean Mastcrson found himself satisfied interviewing a programmer 
working for CRL on a game called Tau Ceti. The programmer in question was Pete Cooke, 
veteran of Richard Shepherd adventure days {Urban Upstarr for instance) and responsible for 
CRL s modest Juggernaut. Sean was impressed by Pete's good taste in science-fiction novels, 
but there seemed no doubt that Tau Ceti would be a success for CRL, a long-lived software 
house in search of a hit game. 

After some 20 months of single-handedly photographing all game screens for the 
magazines, David Western got some help in the form of a young local photographer called 
Cameron Pound. It was to be some months before Cameron ceased to be a trainee and got his 
name on the masthead, but today Cameron and his assistant Michael Parkinson take and 
process hundreds of colour and monochrome pictures every moi i 

As we went to press, deals were being finalised for December's cover for Domark . The idea 
seemed sound enough, but in several ways it was to be a severe problem . . . 
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Dripping blood capsules, 
DOMARK came to visit 
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*\ SMASHES 

What do YOU want Santa 
to bring you? 
Start thinking now 
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December 1985 
Issue No. 23 

Released on 
November 21st 



As this is a personal view, I'll be honest and say that though this isn't the toarii 
CRASH caver it's certainly Oliver's pan no doubling the visual 

tmpaa created hy die hand seen in dose-up, hearing its blood-drenched dagger, 

k doubt that this 11m a subject in which Oliver had little n 
- or ratfier, he fell tess out of sorts unth the subject than with the way the I 
wanted it portrayed. To fans of the gore-a-minute film . uw no need 

for a *ry "Jason's back ' itt Friday The 1 3 ih. 



Some readers, newsagents and severe] readers 1 parents were appalled by the cover, and 
extended their opprobrium to the Friday The 13th preview which showed Domark's Mark 
Strachan and Dominic Wheatley posed in a particularly gruesome and bloody manner. One 
parent, so upset by what she saw, sent the whole caboodle to the Press Council . Nothing came 
of it, but clearly the affair was an unhappy one, I defended the cover in the Forum, but it was 
seen as unfortunate in the sense that the preview was a thin editorial excuse for forcing the 
er idea on Oliver - especially thin when you consider thai the game irself would not be 
reviewed till June 1986 and then would only receive 32%! 

Roger Kean had expressed doubts about the subject, feeling that it would be better to do 
a humorous picture, more in the cartoon style of Mad, but he was away from Ludlow when 
the final decision was taken and the cover painted. 

Two other previews struck a somewhat happier note. Robin Candy had been aware for 
some time that Gargoyle Games had in mind a 'iun package' for Christmas, so he was pleased 
that they revealed the new comic hero, Sweevo, to him first. The other game previewed had 
been gestatmg far longer, for over 18 months in fact. It was PSS's Swords And Sorcery, 
programmed by Mike Simpson, who also devised the MIDAS ad venture- writing system 
which Swords And Sorcery used. MIDAS was vaunted as a revolutionary piece of adventure/ 
role-playing game graphics and control software from which would spring many games in the 
same vein as Swords A nd Sorcery, However, to date not much has been made of it. 

An unusual event occurred: Mosaic's The Secret Diary Of Adrian Mole was reviewed twice, 
once in die ordinary game reviews, where it got 86% , and again in Derek's Adventure Trail' 
where he gave it a Smash. That was no bad thing for the reader - but a damned nuisance for 
the index and historical data! 

There were seven Smashes in all, reflecting the closeness of Christmas boom time. With 
only a few games to its credit - but very polished ones - Microsphere reprised Skool Daze 
with the improved Back To Skool. Melbourne House scored two with its. Marble Madtms-X&z 
Gyroscope, and the spoof adventure of foreign seaside silliness, Terrormolinos. Durell gave us 
Critical Mass, a game I never liked much, and the flight-simulation freaks at Digital 
Integration slammed in with Tomahawk - that military helicopter that positively reeks of 
danger. 

The last Smash was for a new software house, Electric Dreams. Launched at The 
PC W Show, Rod Cousens's Electric Dreams was an offshoot of Activision. Its first released 
game was /, OJ The Mask, an elegantly contrived 3-D 'tunnel' experience by Sandy White, 
whose previous games were the revolutionary Ant Attack and its sequel Zombie Zombie. 

Swallowing up existing software houses was by now an established practice, but creating 
offshoot labels like Electric Dreams was fairly new. It smacked of corporation tactics and 
>ed the music industry with its giant parent recording companies and their numerous 
labels each specialising in a different musical style. Ocean had done much the same with 
Imagine when it bought the title from the Receiver. To start with, Imagine specialised in 
sports games, but with its Konami licences Imagined game portfolio broadened out. No-one 
was quite clear what Electric Dreams would do that was different from Activision, but 
everyone agreed it would be interesting to wait and see. 
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LLOYD MANGRAM'S LOOKBACK 

POKES EXTRAVAGANZA! 

Rob Candy goes bananas 

K GARGOYLE GAMES 

We talk to the men behind the heroes. 

\ HEWSON'S SPHINX 

An astonishing new game revealed! 




Christmas 1985 
Issue No. 24 

Released on 
December 12th 



Christmas comes fear once a year , . . and so do friendly aliens, this time not 
bearing gi/tr but taking them back to a plana underprivileged enough not ham 
Spectrum*, joysticks and Cub monitors. Perhaps that spacecraft glowing ET-Wte 
in the background is more used to descending aggressivefy in the face &f fearsome 
Earth defence fire. This picture could easily haw been mawkish if it i mre*ftfor 
Olivers knack of adding the uneasy element; ike visual gag is the Space Invadm 
cassette* but it is the alien's dubious expression that makes in lautty funny. 



Once again it was a giant special edition, and brought with it the now-familiar problems of a 
drastically shortened schedule because the issue would be on sale earlier in the month than 
usual. And the pressure wasn't helped by the flurry of Jate-for-Christmas games to review. 

Seven Smashes was a fair crop. Odin's Robin Of The Wood with presentation reminiscent 
of Sabre Wulf scored because of the character interaction. Mastertronic's sequel to Finders 
Keepers, Spellbound* found favour, as did the finished version of Duress Saboteur, which 
hadn't looked quite as promising when seen at The PCW Show. 

A new name, Insight, hit the mark with a shoot-'em-up called Vectron, whose ultrafast 3-D 
graphics impressed everyone. Derek pronounced Swards And Sorcery to be a Smash, 
justifying the 18 months that had gone into it. And Elite received two Smashes, one for an 
unusually playable platform game, Roller Coaster, and the other for the long-awaited Capcom 
Commando conversion. 

Commando, already released on the 64, had been disappointing, but its Spectrum 
counterpart was much better. In reverse, however, System 3's International Karate, a big 64 
hit, missed the mark on the Spectrum and only got 68%, 

In the year since me last Christmas Special, NewsfiekTs offices in King Street had altered 
dramatically. What a year earlier had been spacious and underoccupied was now cramped - 
a situation that was to get worse still, and one we've had to live with since. The editorial floor* 
which had been home to Roger Kean, Matthew Uffindell, myself on a few days and two 
part-timers after school hours, now had to support eight full-time staff, five part-timers and 
the increasingly complex photographic setup. 

The middle floor was worse- still, with nine staff whose tasks included mail order, 
subscriptions, advertisement administrauon, reception, accounts and mail order/ 
subscription storage and packing. 

With subscriptions running at several thousand per magazine, it was becoming obvious 
that King Street could no longer hold ail the subscription copies, even for the few days it took 
to send them out, A solution would not be found till 1986, but in the meantime the entire 
company, including the five art-department staff, formed chain gangs once a week to 
transport magazine bundles from the street up the stairs to a room on the middle floor. The 
lorries delivering our subscription copies were frequently the juggernauts Pete Cooke had so 
vividly described in his CRL game, definitely not suited to Ludlow's quaintly narrow streets. 
Newsfield unloading sessions became a fraught business, a battle against time and the 
inevitable intervention of the traffic warden . 

Eventually a real fight did ensue with Ludlow's solitary traffic warden, a moment of 
sublime looniness when the large ex-policeman warden, driven mad by our constant 
blockages, pinned Oliver Frey to Victoria Wine's wall and threatened assault before several 
bemused Newsfield witnesses. Ludlow now has two traffic wardens - is this progress or 
retaliation? 

As soon as the Christmas issues had gone to press, February's had to be considered, for 
ZZAP! at least had to be at the printer before the Christmas break. It was a weary team that 
gathered at the Bull Hotel for the Newsfield Christmas Dinner a few days before the bohda^ , 
but no-one could fail to be pleased. CRASH'S circulation figures were among the highest ever 
achieved for a computer tide in Britain, ZZAP! was doing splendidly and hopes for AMTIX! 
were running high. It seemed a good way to go into the New Year. 
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FROMJHE ARCADES-A TIGRESS! 
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Her mission, to enter the last world and 
slay its evil guardian, but the last world 
is seven worlds away on a long and 
dangerous journey through the worlds of 
forest, cavern, sky, sea, labyrinth and hell, 
each having its own formidable guardian 
which must be overpowered and slain. 
Collect armour and weapons but beware 
the energy sapping poison for which only a 
secret medicine is the cure. Superlative 
graphics and arcade style action game play 
add up to a great package for the coin 
kings. 

SPECTRGM £7.95 COMMODORE £8.95 
AMSTRAD£8.95 
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Athena isn't finished yet 

o Soldier, the sequel, is 
tier world. Athena has 
changed and she has a 
friend. She is Physco Soldier 

j thirst for action and 
adventure and when her 

on is complete you just 
won t believe the ending - a 
surprise you cant afford to 

! A great game, tipped 
for the top, from the SNK 
arcade label. 
SPECTRUM £7.95 
COMMODORE £8.95 
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] Shin NtKMi Kikaku Corp, 
<EL,ECTapN>CSCOBR | 



Imagine S&ft ware Limited. 6 Ccol S, Teh 061 83 BfiSSfr?. 




^ MULTIPRINT 

rT AC «I™ T: THE MOST VERSATILE AND YET 
EASIEST TO USE SPECTRUM PRINTER INTFRFAr f 

*ndu*h add-ons bke Interface I , Opus DfKmtify, VTX 3000 ett 
WSWWTLyuMfcte -^£VEKWHlAC^««ff« Br « erftate8KIK i M<WldaKftw 

m^ bUttCm ~ IC L aC lT a, ! J , MULr,PR,NT artyC,m * - STOP a "V P™9™", LUST H, SAVE or 
COPY scree™, use built-in MULTI-TOOLKIT, (r*J w1 MliLTlPRlNTLPWNT etc 

r^ PROGRAMMA^E - Ifine fe ed . wWth & spaci „ a . .n^^. ^..^ C0PVl V T^^ci b-« shaded* 
and .»,(*hol. M p^, stetv iard orlargef. toJ^-afl cari {,. ,ru,^Uy set AND pSSedin^*^ 

gt J l ^P^±^^ ,1,,^ ^ to con^co.h,, ,^h„ T ^ * F^ .gu, r; „v,,. 
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HOW DO I PUT HU-OF My SOPDMHtf 
OHTO TAPS^ CAfCTtUOGe, OlSK OR. WA«fc 

EKremely s>mpty to use, feted*. 1 00% reliafce, fully error-trapped, guaranteed - PURE MAGIC 
Bu.H- n MULTl^TOOLKIT with ^e^velacrHties to sti.dy/m^ly.develop programs, Essentia! tor hackers 
^MULTfFACE has two versions: ONE « 128. Both SAVE to TAPE, MtCWDRfVE and DISCOVERY but 

! 3IS0 to WAFAORIVE, BETA and KFMPfiTftM Sav,« 9 < BA »„ memo, c , . ..... __._, XSSfek, \ £. i 




Saves also to WAFAORJVE, BETA and KEMPSTON 
Works on any Spectrum but in 48K mod& only 
'as a boiH-bi joystick Interface (Kempston) 



Saves also to DISCIPLE + tape at hyper speed 
Works on any Spectrum - 48K and t28K 
Formats microdnve cartridges to 10O+K 





Applied magic for the Spectrum hackers: 

A unique combination of hardware and software 
II* Ihoticpn disassemble ANY program at ANY potnt, 

Just install GENIE into MUL TIFACE or MULTIPRINT 8K RAM 
extension; load ANY program, RUN it, STOP ft when you 
wish and let GENIE disassemble it -it is SO simple 
GENIE can also DUMP to printer, SEARCH and FIND text 
op-ccdes, etc., VIEW and ALTER contents of memory or 
tm registers, etc. Simple to use, ingenious, educational 
Essential for any m/code user- solid gold for hackers, 



t¥!»«Weif«B J 

complete music system: write, edit, play, store and print • — %l 
music with REAL NOTATION, Sheet music print-outs, £^7 
great fun, ideaJ educational tool - superb value for money \t/Sk 

noMMnui &y 

The software way of transferring Spectrum programs. 
< * ****** for Microdrive, 2 for WJadriw. 2 for Discovery, 
ic/cartridge maintenance, Ask for details. 
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H»*2J*nw* arcade/adventare mixture, A CRASH SMASH. 




I enclose a cheque /PO for £ 
or debit my 
Name, 



No 



(UK 4 Eta-ope please Please send 
add E1 o verseas £ 2 ) 

MULTIPRINT 

w /through port 
.Card expiry GENIE GENIE128 



n 



£ 30.950 

£ 44.95 D 

£ 9.95D 

Address MUSIC TYPEWRITER £ 7.95D 



MULTIFACE ONE £39.950 
MULTIFACE 128 £44.95 
MULTIFACE 3 £44.950 
VIDEO DIGITIZER £69.000 
WRIGGLER E 2.95Q 



TRANS-EXPRESS cartridfleD diskQ wvhtQ £ 9,95 es 



et#K AMT i€ B—#T WU LT» 15 Hayland Close London NW9 OLH ® 24 rtrs 
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JON BATES on 
insufferable noise, 
matricide and two 
Ram Music Machine 
utilities 



WELCOME to the zoo, Things 
have been fairly hectic here at the 
Bates Motel and what with tetters 
to answer and programs to review , 
il ly been pushed to find time 
to stab people In showers and 
push cars into swamps and as to 
Buying all those old ladies 

there simply are 
enough jumble.sales to 
But serious i 

As promised last month, here 
are two overviews of pi 
designed to run on the Ram/Flare 
i ne an d brought to my 
I Ion by RAMMl, the users' 
dub. Both concentrate ( 

as that form part 
of the original package and they're 
both really useful additions to the 

First on the stocks is the Sample 
Editorfrom Quasar Software, It 
5 in two confiaurations on 
the same tape, for the 48 and the 
■ 
: can look at samples 
you've made using the Music 
Machine in greater detail and do a 
lot more to them than the Ram 
product atone can. 

When you've put samples 
through the treatment they can b© 
reloaded back into your sample 
files for instant use - well, nearly. 
The honest introduction to the 
manual does tell you the 
shortcomings of sampling on the 
Spectrum and acknowledges that 
by necessity any sampling o, 
a eod of compromise. 

On loading up there ere no 
voices present, so this me 

would have been nicer and more 
immediate for thefirst-timeuserto 

•Kime samples to play ■■ 
but never mind. 

Once a sample is loaded, 
several options give you access to 



peripherals of the sample, / 
alterations at any stage can either 
be displayed as a waveform or 
played from a screen keyboard 
display. 'Equalize' has a 
representahon of a graphic 
equalizer and you can asise 

or de^emphasise parties 
harmonics over a very wide 
selection of 28 narrow harmonic 
bands, thus pruning odd 

"*iies and inharmonic 
frequencies. 

Overall volume and pitch can be 
altered; changing the latter te 
important if you've sampled at a 
weird pitch which renders that 

o anyone but a 
dab hand at transposing. 

But the real smartie part is the 
wave I 3 ." and ' manual 

alteration ' which spreads the 
sample waveform over several 
page? opic sections of 

the sample can be chopped out, 
inserted, and the join made 

fi illy ctiecking the 
values al the new splice. A* & 

ire the part or whole of the 
sample can be played so that you 
can aurally check your handiwork . 

And at any stage in any ol 
Sample Editor's functions you can 
restore the original sample if you 
go wrong: whatever you do, you 
nave a backup. Sample Editor is 
i orth the E9.99 that will bri ng 
it to you from; Quasar Software. 33 
Cterkenweil Road, London 
EC1 tel (01) &87 3908. They 
threaten us with more goodies in 
the near future. (By the way. 



Quasar lads, my name Is NOT 
Tony.) 



MAKING TRACKS 

The second program is an eight- 
track MIDI recorder and player, 
flam Tracks. This is a 

comprehensive recorder wn 
the usual facilities. Recording is 
done on the select ed MIDI channel 
e r mono or poly mode and in 
real time. The number of bars to be 
entered is preset by the user and 
there is a click metronome that 
comes either from the 
headphones or line-out socket. 

Each little section recorded 
forms a partem which is filed away. 
It can later be assembled with the 
other patterns into a song - very 
much in the manner of the 
Specdrum. For each pattern the 
notes are displayed and scrolled 
.graph i ie pitch shown on 

a screen piano keyboard. 

Notes can be edited, removed 
or entered via the MIDI keyi ■ 
m this fashion. A pattern recorded 
on any channel can be swapped 
to any other channel and it 
magically and visually jumps from 
track to track. Patterns can be 
copied so that similar patterns can 
run concurrently. 

Ram Tracks will also recognize 
Incoming MIDI ch 
Information and put the notes into 
the correct channelArack 
automatically, which is quite 



►■ Ram Tracks from J B. Computing records MecMne music for MIDI use 




i you Ye recording on 
several separate channels 
aneously. 

At this point I have to confess 
that either my version of the 
program or my Music Machine 
went a bit bananas and started 
putting out a one-volt metronome 
pulse into the MIDI Out cable. The 
result of this was that my new 
superwhizzo rnultfkeyboard went 
Into immediate hibernation and 
remained comatose till the voltage 
was removed from its port. 
Investigation of the program was 
rather abruptly curtailed. {\ seem 
to remember that Mr Goodwin did 
barrow the hardware from me at 
some point,, but I'm sure that's 
merely coincidental!) 

Suffice to say that Ram Tracks 
seems a pretty good utility, and if 
you have the hardware it'll save 
you having to purchase another 
interface and pre 
spending a lot more cash than you 
need to. A couple of minus polntst 
it doesn't record note velocity or 
patch changes, it only works in 
48K mode and I've mver liked the 
idea of replay speeds notafed in 
anything other than b jats per 
minute. Why set another standard 
when there's a universal one 
already? 

A more expensive update of 
Ram Tracks is round the comer, 
but you could dive in now and 
£14.99 to J.8. Computing, Box 
Bush Farm. Summer Lane, West 
Wick, Weston-super-Mare. Avon 
8S24 TTE. 









CORRECTIONS- 
TECTRICS 

COMPUCHORD 

computer program CbrSSStf 

po^coa?^^ ' m Aries's 
postcode. The company's 

Tifgate, Crawley West <£ lt ZT^' 
RH10SAN. Sussex 

"ur mat at the moment 

t-ompucricrdis onhr available a* * 

th^ r ^ morw ^ s °""da1id 
me upgrade wrth guitar-chord 
display and MIDI comJaSvi a 
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THERE'Sa spare interface socket 
fitted to every 128K Spectrum, as 
readers keep reminding me. Tech 
Tips in CRASH issue 41 explained 
that Sinclair is very secretive about 
•vypad socket labeHed ' AUX ' 
on the new -f 3. but since then J 've 
had some success in finding out 
about this interface and controlling 
m 128 BASIC. This 

When the 128 first appeared - in 
Spam at the end of 1986 - a small 
box, rather like a calculator with no 

• lay, was connected to the 
keypad socket by a curly lead. The 
box worked as a numeric pad and 
provided extra functions in the 
BASIC editor. You can get the 
same effects with combinations of 
keys on the main keyboard, as 
noted in Issue 33 Tech Tips, 

The 128 arrived in Britain In 
February 1986. but the keypad 
apparently didn't come with it, all 
the keypads I've seen have been 
labelled in Spanish. That leaves 

1 28-users with a spare 
telephone socket at the edgs of 
their machine and no information 
on hew to use it. 

There are a few hints tn the back 
of the f 3 manual , which says ' the 
AUX socket supports two input 
lines and two output lines. 
connected to the AV -3 -89 1 2 . 
Using software control loops the 
I/O lines could be driven aa a 
second RS-232 port. Alternatively, 
they could be used to drive a robot 
or some external device^ ' 

3 sounded Interesting, albeit 
easier said than done, so I plugged 
a six-way telephone plug into the 
long-suffering 128 thai E share with 
Techie Jon Bates and tried 
a lew experiments. 



KEYNOTES 

The AY-3-89 1 2 is the 1 28's sound 
chip. I explained its inner workings 
in Issue 32 Tech Tips but didn 't say 
much about the 8-brt port built m. 
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The four most significant bits of 
this port (values 16, 32, 64 and 
128) are used for input, and the 
Other four fox output; two of each 
are allocated to the keypad and 
two of each to the RS-232/MIDI 
socket 

Reading from ien to right as you 
look into the keypad socket, with 
the notch on the first 

connection carries a +12 -volt 
supply. The next is connected to 
input bit 5. Then come output bit 1 , 
input bit 4 and output bit 0. The last 

qrtal earth 
(0 volts). 

These signals are adequate for 
most serial interfaces but not 
enough to connect a Joy 
which needs five inputs. The 
Sinclair keypad contained 
electrickery to distinguish 1 5 
different keys, but it couldn't tell 
you it more than one key was 
pressed. 

You must switch the port 
between input and output as 
required, by changing the value of 
bit 6 in register 7. The lower six bits 
are used to control the s< 
channels. It's best to set them to 1 
. you want unplanned Deeps 
and f izzes to accompany your 
experiments. The top bit, bit 7. is 
only used by the chip's big 
brother, the' AY-3-89 1 0, which 
sports two 8-bit ports rather than 
one. 

You use OUT 66533 to Setdi 
particular register (storage cell) in 
ound chip. After that you can 
read and write tha value 

with IN49149 and OUT49149. 
Use OUT 65533,7 to select 
register/ in the sound Chip, and 
OUT 491 49 ,127 to set up the port 
for output. In theory OUT 491 49,63 
should allow Input from the port, 
but I have not yet got this to work. 

In any case, ex: 3 are 

more useful than inputs on 1 1 
Amstrad versions of the 128. 
because they already have ten 
swvtch inputs -the joystick 

• 2-. which you can read with 
IN 61 4-38 and IN 63486, 



you've set up the port 
itput data through the 
keypad socket by writing to 
register 14. Don't take m 
current from the socket, or short 
out the signals. It's OK to connect 
a light-emitting diode, with a 2.2K 
resistor to limit the current, but you 
shouldn't try to run a bulb or an 

'or directly v 
outputs, 

OUT 65533, 14 followed -by 
OUT491 49,2 sends the voltage on 



the third pin of me keypad socket 
diving from + 1 2 volts to - 1 1 . 
OUT 49152,0 svv signal 

back to +12 volt: 
again. 

other output pin, those* 
from i - gatlve 

tge by whting an odd number 

'4. It'sonlv- 
Short pulses he system 

keeps rest- !>ts. 

ii matfon helps 
some of you putth© keypad socket 

d I'd be interested to 
hear from anyone who finds 
more. 



MUSIC MECHANIC 



AL STRAKER of RAMMI, the club 

for users of the Ram Music 
Machrne, has revealed a couple of 
POKEs that convert sample files 
saved by the machine into 
Standard CODE format so you can 
load them into ZX BASIC for 
analysis and alteration. (Music 
Machine files normally use tile- 
type4, which is not compatible 
with BASIC LOAD and SAVE 
comm;i; 

Leave the Music Machine 
program by entering T from the 
main menu, and type 
POKE 39352,3 to make the 
software use file-type 3 for 
samples. Type RANDUSR2700O 
to restart the program. Now 



sample files can be read into 
ZX BASIC with LOAD 1 "CODE. 

(The format of sample files was 
explained in Issue 42 Tech Tips.) 

POKE 39888,3 lets the Music 
Machine load CODE files. You can 
POKE 39888 back to 4 tempor aiily 
when you want to load files 
generated by the original version 
of the program. 

Al Straker has previously 
contributed advice about mains 
interference and other Music 
Machine POKEs, ao it's high time 
he won our Ttpster prizg. J*3.Q 
worth of software will be yours, Al, 
as soon as you let CRASH Mail 
Order know what you want. 



The Ram Musk: Machine: now you can analyse files in BASIC 
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THE PROTOTYPE version of 
Romantic Robot's Muitiface 3 had 

igh port for other 
peripherals. This was partfct 

■•-■, unlike earlier 
Multifaces, it lacked a Kempston 
k port. Most new programs 
work with the peculiar ports on the 
Amstrad Spectrums, and you can 
plug a normal joystick into thi 
m an adapter, but many old titles 
only work with the Kempston 
.standard 

This problem has been cure 
a price iow 

available in two versions. The 



standard model costs C44.9 
you want to plug other peripherals 
in the back you'll have to pay an 
extra fiver for a through port. 
Muitiface 3 lets you us 
+3 disk drive from 48K BASIC. 
which is not otherwise possible. 
You must select this BASIC with 
: 'ECTRUM command from 
1 28 BASIC, rather than using 
48K BASIC option on the main 

which sets i 
prevents access to the disk ROM. 

The Muitiface screen -printout 
routines are the same as the 
Multlprint large and shaded COPY 




► A pawn in the pirate war: Romantic Robot's Muitiface 3 offers csssette-to- 
drsh transfer, but it could be thwarted by +3 programs 



TAPE TWEAKS 

SEVERAL READERS have written drive and that the door is properly 



m to say lhat Spectrum t-2 loading 
problems can be cured by 
adjusting the position of the tape- 
recorder head. I've dithered awhile 
about printing this tip, because it's 
easy to make tilings worse if you 
istthe head carelessly. But I ve 
deeded to spill the beans, 
because it seems a large 
proportion of the • 2 sold recently 
were not correctly aligned. 

The cassette recorder in the +2 
is the only mechanical part, and is 
therefore likely to be the most 
troublesome. If the hea 
irtcorrectly aligned it will tend to 
misread commercial tapes but the 



things it saved without trouble — 
the misalignment cancels out 1 
»ad and save with the same 
-e. though even then there's 
& loss of quality, 



closed, or you'll have no bQ| 
good re 

There's a small hole ii 
the -2 box, between the cassette 
door and the control bu" 
Press the eject button to open the 
door, and look into the hole. At the 
bottom is a screw which sets the 
angle at which the head passes 
over the tape. It's when this angle 
is wrong that the problems start. 

Turn ttie screw clockwise to 
raise the tape head or 
anticlockwise to lower it. Don't use 
a magnetic screwdriver, and rf 
possible use a plastic key rather 
than a metal screwdriver, as extra 



the circuitry. Be careful not to turn 
the screw far, or it could come 
undone completely: if one 
direction doesn't help, or makes 
things worse, try the other way. 



^ilfflWlMmW Bilm 



recorded cassette - a 
professionally-duplicated music 
tape, say - through the compute? 
and listening to the sound through 



of nail varnish (NOT Supergl m 
hold the screw in place so the 
; have to be: r< 



VSmwMiWMj-it&m 



noise or interference in the 
background, but don't worry 
about that now (I hope to print The 
sure lor That problem rte * 

he tape sounds very full and 
bassy it's likely that the head in the 
recorder needs to be repositioned. 
Before you do this, check that the 
tape ■ 



a kit (had includes furtl 

instructions on adjusting the -l 2's 
tape head, and a knob-and-shaft 
assembly that fits into the top of 
the machine, making it easy to 
adjust the alignment at any tiffi®, 
The kit costs C1 .00 from 
S G Phelan, A 7 Dodthorpe O. P. F , 
Kingston Upon Hull HUB QHA 



formats, which I reviewed In thi 
August CRAC: isethe 

machine's built-in Centronics 
port. 
The compressed file R 
ly an advantage, beca< 
makes loading faster and $& 
disk space. However, it can 
snag if you v.: ifyor 

disassemble a program file. With 
1 mind, the M'uftiface3 lets 
you switch off the compression 
and save files as exact cop' - 
the contents of memory. 

TRICKS AND TRAPS 

Romantic Robot produced the 
MuHtfaeeS impressively quic 
and solved some interesting 
problems en route, bu- 

e Muitiface 3 will be the last 
I in Spectrum cassette-to- 
disk transf: : : 
Simifai artier 

» is Of the Spectrum use an 
edge-connector signal i ■. 

OS to turn offthecompi 
internal ROM and replace it with 
their own code. In this way they 
take over the ayste 
redirecting processing to their 

:ode when a button on the 
gadget is pressed. 

But Amstrad has stopped I ; 
devices working on the +3 by 
..'i-necting the ROMCS s 
The Multiface 3 gets around this 
ng two signals a:- 
with the +3's four ROMs: ROM 1 - 

I 
take control of any program 
; ded for earlier Spectrums 
ins on the -K3. it'simi 
to note that the Mutttface 3 went 
woTk with a 48K machine and 
could even damage an old 

.;ter. 

PROBLEMS WITH +3 
SOFTWARE? 

The Muitiface 3 may not won- 
new programs for the +3. T 



because the new Spectrum 
supports memory configurations 
intended tor the CPfM disk option, 
and some of these entirely replace 
the system ROM with RAM, 

\1 no ROM for the 
to disable! 

The Muitiface normally runs in 
the 'shadow ' of the ROM. it you 

i he magic button when RAM 
is in the relevant space, the 
Muitiface 3 waits for the ROM to 
so that it can leap m. 
5 an 
interlace disable RAM 
Muitiface will m'jer be able to 

specifically for the i 3 and using 
the new memory configurations, 
As fei ; ware nobody has 

yet released such a program, but 
no doubt it'll happen soon. 

This puts software houses 
interesting position. It meansthe 
lie only Spectrum which can 
run programs that cannot be 
copied by a magic-button device. 

NEWAGE 
HARDWARE 

A Muitiface has its antisocial side 

-IT'KapO'.v 

Unfortunately, I doubt the -t-3's 
unique feature will bring an end to 
software pi ; 
corresponding flood of 

isrcial programs sper rl 
i-3, 
3 passible to make a 
.'lultiface with its own 
processor, which could taK© over 
the system c clever 

the memory arrangement. Si 

8 would req if new 

design work, and would be 

fntly more expensive than 
thaMultifece>& 

i determined hackers, and 
those who sail products Irrte i 
specifics lly for softwa re 
probably prefpr to learn how to 
copy protected disks . 



3SMNT CONTROL 



m. He wonders if he can 
let the mouse-control Fi^JSL??* s ava '^We for 



240 8838). 



Kempston mouse. 

J wouldn't recommend 
extracting the Artist H mouse 



is apart from 



i ogether they cost £69 95"""' SSTTSPu " ? oth those Programs 



Art Studio either 



mouse package, at no extra 
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LIVER 

BOARDS 



Everything you 
wanted to know 
about improving your 
VTX but didn't know 
who to ask - a guide 
for the man on the 8- 
bit address bus with 
PAUL EVANS 

IT'S ALL very nice hi Ludlow but 
I'm in the land of docks, two 

cathedrals and Bread. And 
Liverpool was never famous for 
weather. As for Hale wood (a totally 
unheard-of village m the Pool), its 
worse and life is getting right up 
my nosei Anyway, on with the 
show - this month I'm looking at 
how to Improve your VTX 
hardware. Soon you can be 
laughing at the Beeb owners who 
supposedly have the best comms 
software and once laughed atyou! 

The technical side of the VTX is 
very simple. (But please note: 
game freaks who cringe at things 
like ' 8-bit address bus" and 
"Centronics interfacing leads' 
should run off screaming for a 
game of Exofon now.) The VTX is 
just an RS232 interface and a 
1200/75 (V23) modem. Easy! 

Well., the R5232 is a very weird 
version of the actual standard (if 
there Is one!) and as far as I know 
nobody has managed to connect 
another modem to it. 

The RS232 board has an 
EPROM fitted which contains the 
software normally seen on power- 
up. Basically, this software only 
has what's needed for logging on. 
Wow a bri I liant programmer by the 
name of David Gorski (aka 
DeeGee) has turned into a god for 
Speccy 'netters, He wrote a 
package which every VTX-owner 
should have: VTX Editor, with 
features sometimes believed 
impossible on a Speccy. 

COLOUR, 

GRAPHICS, 

TELEPHONIST 

The most important extra is an 
ESC key. ESC commands allow 
the use of colour and graphics 
when typing, say, a mailbox to 
someone, ft's all done in very neat 
menus that lead to even more very 
neat menus which can take you 
back to some other very neat 
menu you didn't want to know 
about. And VTX Edit or includes 
valuable timesaving features - for 
lnstance T you can save frames to 
read later if you're panicking about 
your phone bill. 
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► Ripe for redevelopment: a humble 
IfTJt awaits software 

If you gel LOADS of mailboxes 
you can answer them by preparing 
them on VTX Editor. (True, this 
function is available on the VTX's 
built-in software, but VTXEditoris 
laid out like a proper Prestel 
screen.) This is known as offline 
editing and is invaluable to people 
(like myself) who run sections on 
Prestel. because the frames can 
be created and then transmitted at 
high speed, saving pounds in 
phone bills on the DUKE Prestel 
computer. 

A new feature for VTXs is 
available for the first time on VTX 
Editor, access to scrolling boards. 
Boards running at 1 200/75 can be 
accessed and parity, bits etc can 
all be set. There's also a facility 
which scans a frame, takes any 
mailbox numbers off the screen 
and stores them on microdrive. 
You can then set up a mailbox and 
send it to all the numbers stored 
automatically. It's known as a 
funkmailer. tip to 26 frames can be 
stored in memory and saved to 
tape or microdrive. 

Printer options are available. 
and programmer Gorski doesn't 
mind anyone customizing the 
software forth eir interface. Intact, 
the instructions tell you how to 
alter the software to hold your 
passwords for automatic sending 
and phone-number lists! 

Other programmers have 
produced upgrades which enable 
you to automatically receive MBXs 
and disable the SYMBOL SHIFT 
key so SYMBOL SHIFT B 
produces *. 

VTX Editor is only E4 and 
available on Micronet as 
telesoftware - any VTX-owner 
missing this must be off his rocker. 

THE EDITOR ON 
ROM 

VTX Editor is very efficient it used 
on microdrive, but loading it off the 
tape time and time again can be a 
bit of a drag. Spectre Comms has 
produced a version of the software 
on two 8K ROMs which can be 
easily installed inside the VTX. The 
VTX Editor software then comes 
on instantly on power-up. 

This version of the editor has all 
the features mentioned above, 
and is available from Spectre 
Comms at £22. 95 (including VAT). 
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rid Complex, AMerton Road. Woolion. 

L25 7SF. 
Telephone: 051-428 9393 Telex: 627520 



AVAILABLE NOW FROM ALL GOOD COMPUTER OUTLETS 
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VENTURE INTO THE MYSTICAL MEDIEVAL DARK AGES IN 



A g*me that takes fantasy role 
playing one step farther. Von will 
experience ail the action as yon do 
real battle with your opponents. 
To prove yourself worthy of 
becoming chief wizard you must 
do combat with horrific monsters 
and cleverly outwit devious 
wizards with your spells collected 
through time. 
Witness the superb graphics (hat 




th s«rt Wizard Wan apart from other 
strategy games and view through 
a circular screen thai diminishes 

ias year health weakens and makes 
your goal harder to achieve. 
See the effect of your spells as 
they hurtle across the screen in 
Wizard Ware combining fast 
moving action with depth of 
gamcplay in a (roe fantasy role playing 
game that's a real strategical challenge. 
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PRODUCER: Mystic 

Software 
PRICE: £3 
AUTHORS: Christopher 

Ward and 
Hugh Steed 

if here's quite a clever 
title and concept 
behind this one - Future 
Tense, a text-only PAW 
adventure, refers to the 
all-too-plausible collapse of 
society as values and sensibilities 
are munched up inside countless 
computers run by automatons. 
(At this point in the review I'd just 
like to say hello to anyone out 
there in the civil service.) 

In this story it's a Dr Fenton 
Blake who's seen the writing on 
the wall, or perhaps the curious 
anomalies in the printout, which 
moved him to write of his worries 
for the future in his banned work 
What Price Progress?. 

In 2239, when Blake had been 
quietly gagged for several years 



already, his greatest fears were 
realised. The Master Computer 
attempted to increase efficiency 
and to eliminate the weakest link 
in the chain of government - ie 
the humans - and it set about 
creatine a superhuman race with 
the collusion of the nuttiest top 
scientists in the land. 

Their first attempts, however, 
created a whole host of weirdos 
little better than the bunch they 
already had, a mutant race of 
humanoid fruit and vegetables 
(yes, more civil servants). As the 
story line goes, these creatures 
hated the humans who had been 
devouring their brethren for 
centuries, and held a particular 
grudge toward those weedy 
unhealthy individuals who called 
themselves vegetarians. 

The mutant fruhVand-veg gang 
broke out of the laboratories and 
rose up against the western 
continent of Florabunda; 
successfully capturing it they 
renamed the place the 
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Vegetarian Nation. {I do hope 
you're following this!) 

The humans, forced from the 
vegetable plot, congregated in an 
adjacent continent and formed a 
political party, the Society Of 
Human Preservation or SHP. Its 
purpose: to hold off the threat 
from the vegetableheads. 

In Future Tense you are an 
agent for the SHP, living in a flat 
in Srlverton, a small city to the 
north of the eastern continent 
which has become known as 
Haifworld, 

The first striking thing about 
Future Tense is its friendly and 
welcoming writing style, both in 
the instructions and in the game 
itself* This contrasts nicely with a 
rather dire view of the future. 

You kick off in your flat, which 
is known to the government as 
202 729 CHS 2184 though you 
prefer to call it home. We soon 
learn through the well- written 
and informative location 
descriptions that you are living on 
the wrong side of town, where 
'Mother Nature has lovingly 
adorned the walls with a tasteful 
green fungus'. 

As early as the second location 
we see that the detailed onscreen 
notes before the game are 
necessary, as EXAMINE 

TRENCHCOAT is indeed quite 
distinct from SEARCH 

TRENCHCOAT. In Future Tense 
EXAMINE is used to bring out 
general information about an 
object, as a cursory glance 
would, and SEARCH is reserved 
for a more probing examination. 
Also, SEARCH relates to a 
specific object rather than to the 
general searching of a location 
which it gives in some games. 

And just to be exhaustive on 
this topic, I'd like to point out that 
EXAM by itself won't achieve 
much <'tne laws of physics and 
the nature of society being what 
they are, you can't do that' is the 
reaction) — PAW has been 
primed here to work on the first 
five letters, so EXAM1 is the 
shortest abbreviation for us 
lazybones. 

I'll leave you with some hints 



for the game provided by 
programmer Christopher ( The 
Red Lhn) Ward: 

Here's a searching question; 

Are you well-equipped? 

Because, across the water, 

That's where many an agent 

slipped. 

If you think the press is rubbish 

You may well be right 
But if you're travelling, it will be 

A very welcome sight 

Follow the path of the old tin can 

And the broken bottle too 

Then if you fight the tyrant 

A reward will wait for you. 

Before you make arrangements 

Be wary, walls have ears 

And on your journey go prepared 

Or risk two promising careers! 

Mutant humanoid fruit and veg 

say 

'Humans make us rant!' 

And this is true, so ask yourself 

'Do I make a convincing plant?' 

Careful examination, 

In true detective style. 

Will lead to a revelation 

Bringing you closer to Kumber 

the Vile. 

If clearance is required 

Remember Ku ruber's ego 

Act like a Kumber groupie 

Then up, up, up we go. 

Under detailed scrutiny 

Your cover will be blown 

So organise a bit of chaos 

Then you're on your own. 

Mystic Software can be 
contacted at 67 Fergiecn Park, 
Gatliagh, Deny, Northern 
Ireland BUBBLE 

DIFFICULTY; verses make it a 

little easier 

GRAPHICS: none 

PRESENTATION: OK 

INPUT FACILITY: sophisticated 

PAW 

RESPONSE: fast 

GENERAL RATING: good 



Atmosphere 


84% 


Vocabulary 


85% 


Logic 


83% 


Addictive qualities 


84% 


OVERALL 


85% 
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PRODUCER: Tartan 
PRICE: £2,95 
AUTHORS: Tartan 

here are some themes 
that Just look winners 
the moment you see 
them, and The 
Prospector, the first of 
two games on this tape, has one 
of those. Yep! It's a case of gold 
in them thar hills and a pile of 
mule's dung to ain'bardy who sez 
there ain't! 

The place: Tombstone Creek. 
The date: 1949. You join 
thousands of others in a mad 
scramble for gold, arriving in this 
Califomian one-horse town 
typically broke, with nothing 
more than the filthy shirt on your 
back. You'll have to use every 
ounce of your wits to get some 
money together, buy the 
necessary equipment, and then 
set about prospecting. 

Then it's just a simple matter of 
dodging that iron pyrites (fool's 
Bold) and get what's coming to ya 

- or is it? The assay office, where 
all claims must be registered, lies 
in the centre of Tombstone 
Creek, and it's your heartfelt wish 
to end up there in the near future 

- in one piece* 

The very name of Tombstone 
Creek might suggest a town 
where shoot-outs are the order 
of the day, but you're far more 
likely to bow out of the game 
early due to the sheriffs 
enthusiasm for a well-ordered 
town. Hence, drinking the whisky 
you find in the saloon will see you 
incarcerated in the town's jail for 
30 days, and the same sentence is 
given for pinching the lawman's 
hat. Either offence forces an eaHy 
exit from the game. 

The rest of The Prospector 
involves one or two tricky 
manoeuvres which will get you 
put in jail again if you don't get 
them exactly right. 

It's a smart enough Quitted 
game, with reasonable {though 
stow) graphics and a helpful beep 
to inform the player when the 
picture-drawing is at last 
complete. Perhaps the 

redesigned character set is a 
shade modern -looking for a story 
set in old California, but at least 
it's very readable. 

The plot and the way it 
unravels are just that bit too 
obvious at times, but the actual 
nitty-gritty is surprisingly 
convoluted and will give even 
experienced adventurers a run 
for their money. There are still 
one or two typographical errors 
on my preproduction copy, but 
I perhaps all will be well by the 
I time The Prospector is released. 
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► There's gold to them thar clones: you're always broke, seeking Egyptian 
treasure In Tft$ Cram Of Hamhoiep (above) and Wild West dollars in The 
Prospector (Mm) 
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THE CROWN OF 
RAMHOTEP 

Now for the second part of this 
two-parter, The Crown Of 

Some time ago you received by 
carrier a package containing an 
ancient scroll, a curious box, and 
a letter from an old friend, a well- 
known archaeologist. The letter 
reads as follows: 
Dear lohn 

As you may have heard I 
have been excavating in 
Egypt and I have made a 
remarkable discovery. I 
have found the Crown Of 
Ramhotep- 1 was fortunate 
to escape but had to leave 
the crown inside the 
pyramid. I intend to set out 
on another expedition to 
the pyramid as soon as 
possible. Please come and 
assist me to retrieve this 
fabulous treasure. I 
suggest you come here to 
the village on the Nile 



^ 







where we met last year 

and then journey south to 

the oasis. All being well, 

we cart share the glory of 

the discovery together. 

Yours sincerely 

Bill 

Needless to say, with an offer 
of adventure like that you soon 
set off with your car and as much 
loot as you can scrape together. 
Unwisely, however, you spend 
most of your money on frivolous 
pleasures during the cruise to 
Egypt, so you begin the game just 
off the boat in a cheap hotel. 

As in The Prospector in The 
Crown QfRamhotepYQV can call 
up help at the end of the 
instructions and before the game 
itself is loaded. But just to remind 
you of your self-inflicted plight 
the first help line is 'Remember 
you're broke! You will need some 
money'. 

The Crown Of Ramhotep is 
almost an exact copy of The 
Prospector m style, right down to 
the redefined character set. The 
slowly-drawn pictures are still 
here, as is the rather obvious plot 
(though there's nothing wrong 
with a plot which runs 
smoothly!). 

A couple of obscure 
vocabulary solutions to problems 
will ensure that even hardened 
adventurers find the game 
exacting; indeed, some might 
find the obvious plot pathways 
mixed with a few difficult 
problems a good blend. 

I think the two games on this 
Tartan tape can be marked 
together; though The Crown Of 
Ramhotep might have a 
marginally better EXAMINE 
command, for example, they're 
very similar in structure, style and 
quality. I can't wholeheartedly 
recommend the pair to most 
gamers - they just don't show 
enough novel features (it would 
be nice if the maps mentioned in 
the games came onscreen, or 
something). 

But the kind of adventurer who 
collects most of what's going on 
should by all means send off for 
these to Tartan at 6 1 Bailie Norrie 
Crescent, Montrose, Angus 
DDW 9DT, 

Like all utility adventures. The 
Prospector and The Crown Of 
Ramhowp are competent and 
there are few distractions from 
solving the puzzles. 

DIFFICULTY: mostly obvious, 
but some very tricky parts 
GRAPHICS: average, slow 
PRESENTATION: OK 
INPUT FACILITY; verb/noun 
RESPONSE: fast, but stow 
graphics 
GENERAL RATING: competent 



Atmosphere 


69% 


Vocabulary 


68% 


Logic 

Addictive qualities 


72% 


72% 


OVERALL 


71% 



KARYSSIA 

QUEEN OF DIAMONDS 




PRODUCER: Incentive 
PRICE: £7.95 
AUTHORS; 
D &R Shacklady 

or what seems like all 
summer long the big 
boys have kept well 
clear of adventures, so 
it was with interest that 
I loaded up Karyssia from 
Incentive. The packaging is 
rather plain, but this Medallion 
Adventure, written using 
Incentive's own Graphic 
Adventure Creator (CAQ is 
graphically unite attractive. 

Superficially if It be the crisp 3- 
D pictures which attract the 
adventurer, but Karyssia has 
many highly sophisticated 
features such as speech, magic, 
cabalism (spoken magic), combat 
with a huge variety of weapons, 
and a full story - all will help its 
successful launch into the 
adventurer's imagination. 

The Isle Of Senduarin was once 
a very pleasant land with famous 
diamond mines. Under the wise 
rule of the 'smiling monarch' 
King Merenon I, the wealth from 
the precious stones was spread 
throughout his peoples. 

Prophets, however, predicted 
doom in the form of the king's 
first-bom, and when the princess 
Karyssia was born the prophets, 



convinced of their infallibility, 
made an abortive attempt on her 
life. 

Later, two more daughters - 
Anassta and Sarassia - were born 
to the king. 

On his death Karyssia became 
queen and proved a wise ruler. 
But there were rumours of the 
diamond mines running down, 
and the people of Senduarin 
became aware of their real plight. 
The money to transform 
Senduarin into a setf-sufficient 
agricultural state was to he found 
in Karyssia' s vast wealth, but for 
a while the island had to rely on 
its near neighbou rs, Arduarin and 
Tresduarin, for food. 

Karyssia's generosity with her 
fortune made her ever more 
popular, but the truth was that 
the prophets had been right all 
along - only Karyssia and her 
sisters knew that the diamonds 
had NOT run out. 

Meanwhile on Arduarin, the 
largest of the three islands, there 
was turmoil. Three fighters had 
cut down the king and assumed 
control. They were extremely 
unpopular, so Karyssia seized her 
chance and offered the fighters a 
large sum to leave their island. 
This they gladly accepted and 
Karyssia took over the throne of 
Arduarin with its people's 
approval. 



Soon Karyssia and her sisters 
controlled ail three islands, using 
aggression and tyranny to retain 
power. Karyssia set up a huge 
army to control the disgruntled 
peoples and herself hecame 
skilled in sword play. She 
appointed 12 bodyguards and a 
court wizard, the evil Sindowa, 
to protect her. Her summary 
justice emanated from the Royal 
Castle in the north of Arduarin, 
set high in the Altivian Mountains 
near Stillwater Lake. This lake, set 
in a high plateau, is said to hold 
strange powers . . .. 

The rightful heir to the throne 
of Arduarin, Loranin, has asked 
you to kill Karyssia. This will 
involve a long journey to the 
Royal Castle. You begin the 
adventure in the Sword & Bucket 
Inn in Mottman, the 
southernmost town of 

Tresduarin. You should 

endeavour to travel across this 
island, pass through Senduarin 
und go on to the far north, to the 
Ativian Mountains and Karyssia. 

Your first rendezvous is with 
Loranin in a cove, and so you 
quickly sup up and take your 
leave of the innkeeper of the 
Sword & Bucket. 

How you react to the 
characters you meet in the game 
will depend upon how they 
present themselves, but just in 



► in a 3-D world of war and complex magic, the tale of Karyssia unfolds 
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case they wan! to get aggressive 
you have the option to attack 
them. This can be risky, though — 
you can't retreat from a battle 
once your opponent is engaged. 

Naturally enough, the victor is 
usually the more able of the 
fighters, determined 
comparing skill and stamina 
ratings. (Your own status can be 
monitored with STATUS.] 

There are two types of 
weapon: hand-to-hand weapons 
and projectiles. Hand-to-hand 
weapons increase your ability in 
combat but projectiles don't, and 
employing them effectively may 
require some skill. The hand-to- 
hand weapons include 
doubleswords, a longsword, a 
scimitar, a mace (a spiked ball 
chained to a stick -gruesome!), a 
staff (which can block swords 
and maces),, a morningslar 
(another spiked- ball on- stick 
job), a club and a whip (easy to 
carry but ineffective against 
armour). 

The list of projectiles is just as 
long, and some are equally as 
nasty - such as the javelin, which 
is described as heavier and more 
penetrating than the spear, and 



the flyingstar, a star-edged disc 
with fingerholes. Used only by 
the best fighters, the flyingstar is 
deadly when tipped with poison. 

In the world of magic there are 
three levels: lower plane, higher 
plane and executive plane (it's 
exclusive plane actually, hut 
couldn't resist the joke). Lower 
planes are widely available, 
higher-plane spells are expensive 
and used by rich fighters, and 
exclusive planes are useful only 
to wizards. 

Lower-plane spells are chosen 
from quite a long list: Stamina, 
Skill, Fire, Ice, Illusion, 
Friendship, Curse, Bless, 
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Blindness, Remove, Growth, 
Invisibility, Fear, Levitation. 
Probably the most interesting of 
the higher- plane spells is the 
Dispel Magic Spell, which wipes 
out lower-plane magic. 

To cast a spell, CAST (type) 
SPELL ON (object), as in CAST 
CURSE SPELL ON INNKEEPER, 
or simply CAST CURSE where the 
object is obvious. 

That curious word 'cabalism' 
here refers to spoken magic, tt 
usually involves an amulet and h 
cast on an object. If you know a 
cabalistic spell, and you are in 
possession of the amulet, then 
you can use if by saying the spell 
to the object, as in DIAMOND 
(SPELL). This format follows that 
of all speech m Karyssia, as in 
FLORASSIA HELLO, or 

INNKEEPER GIVE ME A DRINK. 

The Ultimate-style 3-D 
graphics are the first thing you 
notice in /Caryssra: you see the 
picture by looking down 
obliquely through the two 
nearest walls, which are 
presented as see-lhrough. The 
doors in these wails are marked 
only by their ghostly frames. 
Along with the very smart 
redesigned character set, these 
pictures, though sparse and often 
repeating items of furniture, give 
the game an attractive 
appearance. 

As for gameplay, there are no 
midcompass directions like NE, 
SE and so on, which are often 
missing from GAC games. There 
are one or two places where you 
might be puzzled as to why you 
can't pick up an item - the acorn 
at the tree, for example, or the 25 
gold pieces - but this is because 
you already possess such items as 
soon as you meel them. 

Another problem: there might 
be a little warning tucked away in 
the instructions, but I found out 
the hard way that L, intended by 
me to mean LOOK, sent the 
program into LOAD mode. You 
can quickly get out of the 
situation by BREAKing, but for a 
moment the program has you 
hopping mad . . . 

Karyssia is a fine adventure 
with many admirable features* 
The pretty 3-D graphics are thin 
on the ground, and the location 
descriptions aren't the most 
evocative I've read, but the plot, 
which unwinds along three 
separately-loading parts, holds 
the attention marvellously. 

DIFFICULTY: not difficult 

GRAPHICS: few, but very pretty 

PRESENTATION: good, clean 

I NPUT FAClHTYcTjasically verb' 

noun 

RESPONSE: reasonably fast 

GENERAL RATING: good 



Atmosphere 
Vocabulary 
Logic 

Addictive quality 
OVERALL 



83% 
88% 
87% 
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GAC AGAIN 



Dear Signpost 

After reading Ian Bryer's letter in 
the July CRASH about GAC, I 
decided to put pen to paper, I'd 
like to make an addition to the bit 
about repeat descriptions. I 
applied the short routine to one 
of my own games but I found 
something wrong with it - 1 could 
only use it for one repeat descrip- 
tion. After fiddling about with it I 
came up with a simple alteration: 
IF <AT(ROOM$1 > OR AT 
<ROOM$2)ORAf 

<ROOM$3) SET?{0}) 

MESS (MESSAGE) END 
This can now be repeated for dif- 
ferent descriptions. Put 
RESE END at the end of the 
whole high-priority area as a 
separate line. 

My second point is on the 5a me 
lines. By using the counter func- 
tion you can set up a sort of two- 
dimensional array to make a 
maze, ie in a wood or following 
winding tunnels etc. 
IF (AT ( ROOM U AND 
VBNO ^ (DIRECTION) 
GOTO (ROOMX)X CSET 
1 V CSET 2 END 
IF (AT (ROOM I) AND 
VBNO = (DIRECTION)) 
I NCR D EC R 1/2 END 



Repeat this for all directions. If 
you include NE,SE,SW,NW in the 
maze, then both counters must 
be altered, ie I NCR or DECR 1 
and 2, depending on the direc- 
tion. X and Y determine the posi- 
tion you begin on the so and y- 
coordinates, eg 5 CSET 1 4 CSET 
2 would start you five locations 
up and four locations across on 
the maze map. You only have to 
define one room, eg ROOM 1 00 . 
You're lost, deep in a spectacu- 
lar forest full of the voices of 
birds and insects. 

CONNECTIONS 
N100NE100 E 100 5E 100 
S 100 SW 100 W 100 NW 100 
(This room is defined as ROOM X 
— see earlier) 
Now you could have a huge 
forest or tunnel network or what- 
ever, up to 255*255 (the 
maximum size of counter) or you 
could make the maze wrap 
around, ie 

IF (CTR X {< OR >) Y) X 
CSET ZEND 
where X fa the specified counter 
and Y is the maximum distance 
you can travel, or vice versa. To 
leave the maze you must include 
lines such as 

IF(CTRX=3ANDCTRY 
= 5 AND VBNO = (DI- 
RECTION) GOTO Z END 



where X and Y are the position 
counters, and I is the room you 
wish to enter from the maze. 

These lines must be put into 
the high-priority area in the order 
stated. 

Finally, I would like to point 
out a useful way of using the 
CONN condition* Instead of put- 
ting the directions at the end of 
every room dest notion, fust 
make out the directions as mes- 
sages, ie UP, DOWN, NORTH, 
EAST, SOUTH, WEST, SOUTH- 
EAST, SOUTHWEST, NORTH- 
EAST, NORTHWEST (each direc- 
tion a separate message). Then in 
the high-priority conditions enter 
for each direction 

IF ( CONN (DIRECTION 
VBNO) > AND SET?0) 
MESS (APPROPRIATE 
DIRECTION) END 
Before this you could also have 
a message, eg 'Exits lead -'. But 
uSe following line 

IF (SET?0) MESS (EXITS 
LEAD - ) END 
must corne before the connec- 
tion table is checked and all this 
must come before the final high- 
priority line RESE END. 

Darrell Smith, S Yorks 

PAW ADVICE 

Dear Derek 

Here a re some ti ps on how to use 

Cilsoft's brilliant utility, PAW. 

CONTAINERS 

First put your container's name 



in nouns with a value of 50 or 
higher so it will be recognised as 
'if. Put in the object text the 
name of your container and note 
down its number. Under Object 
Weights remember to put it as a 
container. Under Words put its 
noun and adjective ( if it has one) . 
Insert the Location with the same 
number as the object and leave it 
blank, ie object 7 - Location 7, 
Put the following into response: 
I PUT-0 

PREP IN NOUN 2 (container) 
PRESENT (container number) 
AUTOP (location of inside of 
container) DONE 
For example, 

PREP IN NOUN2 BAG PRE- 
SENT? AUTOP7 DONE 
IGET-O 

PREP OUT NOUN2 BAG PRE- 
SENT? AUTOP7 DONE 
I LOOK BAG 

PREP IN MESSAGE2 LISTAT7 
DONE 

where message 2 is ' In the bag 
is;' 



INTRODUCTION SCREEN 
To make a tune play as soon as 
the game has loaded go to Pro- 
cessl and: 
1 * * 

AT0BEIP10150BEEP10 
100 BEEP 10 50 BEEP 10 
100 BEEP 10 150 PAUSE 
15 BEEP 10 100 BEEP 10 
1 00 (or your own little 
tune). 

Also, to make your game look 
more professional key this into 
Processl : 
I** 

AT ANYKEY GOTO 1 
DESC 

GRAPHICS 

Remember always to select 
default colours for the pictures - 
otherwise they are treated as 
subroutines. When drawing sub- 
routines always remember to 
remove the plots that you use. 
Otherwise they will be only 
drawn at the same spot, ie if you 
plot a subroutine at 1 97 56 you 
cannot put it anywhere else on a 
personal picture —only at 
197 56. 

MONEY 

If you want a currency in your 
game choose a flag to hold the 
number of coins carried and 
insert two messages: 'I am carry- 
ing' and 'coins', so that if flag 100 
held the number of coins and the 
messages were 1 and 2 a condact 
could read 

MESS AGE1 PRINT 100 

MESSAGE2 DONE. 

1 hope these notes help some 
budding ad venture- writers. 

Stephen Flint, Nottingham 

Stephen wins this manth's £30 
worth of software - yes, they've 
finally given me more money for 
the prize! 

DB 
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MQRDON'S QUEST 

'Who is the king of the jungle?' 
wonders IK MILLAR, Flicking 
through my files I reckon you 
might give Tarzanaso. (Thanks 
to E GODWIN.) 

'And how do I get past the 
barrier in the future complex? ' 
Adman t turn barrier; let your 
fingers do the walking. 

ALLAN PRICE wonders how to 
get past the invisible barrier and 
how to repair the reactor droid. 

Pray a tilth longer, and in 
spare age get the geiger counter 
and go to Rome and the barn. 
Type look and insert the battery 
into the droid, 

THE HOB BIT 

NICK H UNT wants to know what 
to do once Bard has killed the red 
dragon, assuming you have the 
treasure. 

Take the treasure and keep 
going south and down tiff you 
meet some pale bulbous eyes. Go 
in the direction you were heading 
in once, then wait twice, and go 
tn the direction you were going in 
again. When you get past the pale 
eyes you will be able to get back 
to where you started. (JASON 
LIMBER) 

1 08 CRASH November 1 987 



APACHE GOLD 
How do you 

1 get into the canoe by the fast 
river? 

2 geftheshinythingoff the totem 
pole? 

3 find the word you say to the 
great white spirit to get to the 
mountain base? 

rattles off NICK HUNT. 

1 To scare the crocodile show 
handbag. Paddle the canoe 
with the branch. 

2 Go to the totem pole with the 
ants nest. Wait for ant to bite 
you. 

3 Enter the secret word from the 
smoke signal at the pearly 
wigwam. (GEOFF SLAKEY) 

THE VERY BIG CAVE 

ADVENTURE 

'How do I get the goblet from the 
troll and the treasures in 
Gotham?' wonders ALLAN 
PRICE. 

Use the water pellet (provided 
you have a bottle of water). The 
pellet wilt turn into an art critic 
and cause the parser to overheat. 
This destroys the troll allowing 
you to get the jewel-encrusted 
goblet. Leave museum and go EfS, 
to'feweffers f enter and get tiara. 



CUSTERDS QUEST 

STEPHEN ROUTLEY asks 

1 How do I get past the peasants 
and back to the castle (south) 
or straight on (north)? 

2 Can you get out of the tunnels 
past the panel - if so, how? 

1 Throw can and the peasants 
scramble in the mud after it 
while you escape, 

2 Wait ten times, and you will be 
given the tamp, light tamp, E,E, 
get treasure, W, W, up. 

'I have reached the obese time 
beast and he needs a watch 
before any other progress is 
made, f then found the white 
rabbit and tried to get his watch, 
hut every time I enter his hall, he 
rips my throat out/ writes 
ROBERT COLLIER. 

The white rabbit takes your 
box of Turkish delight and hands 
you a gold watch. He pigs the box 
of chocs and dies - the snow 
queen poisoned them. (Thanks to 
ANDREW EDNEY for the 
Custerds Quest tips,) 

BORED OF THE RINGS 
' Could you tell me how to follow 
the map I bought from the pixie 
rn Bored Of The Rings at Moronas 
Mazel Also, please tell me the 
password to Part Three' - 
ANDREW DOUGLAS. 
Co f from the pixie, E again, 

W&s,waw,s,w&w,s. 

Trevor and Derek. (STUART 
SMITH) 



^> 



SHADOWS OF MORDOR 

ANTHONY MOTTERAM is left 
wandering around the first few 
locations. 

The first thing to do is to find 
Smeagof, Just wander about and 
he should come to you. Ask Sam 
to give you the rope, then enter 
KILL SMEAGOL, then tie up 
Smeagot. The'ugly creature will 
plead with you to remove the 
rope. Enter SA Y TO SAM, NO 
and PROMISE. Untie the rope 
and Smeagol will follow you. Go 
to the tree and enter BREAK TREE 
about four times till the tree is 
broken. Take the branch and go 
to the lumpy rock. Lever the rock 
north, then east with the branch. 
Go to the round rock and lever it 
east, then over the cliff. Tie the 
rope to the lumpy rock. Climb 
down this rope and you willbein 
the swamp. (PAUL GOODWIN) 

THE BIG SLEAZE 

'Please could you tell me how to 
start the car. I have already 
blown up the safe/ writes 
DANIEL SMITH. 

Touch two wires together to 
start the car. 

THEROGGiT 

STUART VIZARD has killed the 
dragon in tbisCRL adventure but 
can't seem to do much else and 
wonders if this is the end of the 
game. 

Go S till you get to the narrow 
path down. Go down then S 
till you fall down the waterfall. 







Wear the ring. Wait for 
somebody to open the door, then 
go W. Examine the magic door, 
then go W into Part One. Return 
to Fag End. Open the chest, climb 
into the chest, drop the treasure, 
(RAVI SRINIVASAN) 

should you encounter the 
space cruiser full of aliens it is 
best to give them what they need, 
ie the barkenstone. (JOHN 
WILSON) 
BEN WOOD inquires: 

How do you light the torch? 

How do you lever the cannon 
with the .seesaw? 

At the start of Part Two, dig 
sand to discover the trap door. In 
the goblin's dungeon, EXAM 
TORCH to discover the battery 
and then insert battery into the 
sword found inside the trolls' 
cauldron. (JOHN WILSON} 

Use the piece of strong wood, 
formerly the mast, to lever the 
cannon. (PA DUCKER) 
S RE FAULT also has two or three 
problems; 

How do you kill the trolls in the 
clearing? 

How do you open the rock 
door? 

How do you start the boat as 
the starting cord is missing? 

To get the trolls out of the way, 
the theotogist's riddle must be 
solved. Well, the lux is a measure 
of light and is also a brand of soap 
flakes. So the first thing to type 
when you meet the trolls is LUX 
and hey presto — they turn to 
putty. Adventurers familiar with 
The Hobbit wilt know they must 
now get the stone key to open the 
stone door to the trolls' 
apartment. (SIMON GEORGE) 



BEN WOOD wants to know 
where he can get into some heavy 
metal. 

7n e tape is to be found in the 
computer memory banks, 
(MATTHEW TUCKER) 

THE PAWN 

STEVEN YATES has reached the 
guru but isn't sure how to 
interpret the wise sage's 
teachings. He asks 'What does 
the guru want and where can 1 
find some light?' 

Go to the plateau and fill the 
bowl with snow. The guru gives 
you a clue about where to find 
some tight. Mix primary colours 
to get white, (MALCOLM R 
BUCHANAN) 

HAMPSTEAD 

CHRISTOPHER EVANS offers his 
three pennies' worth: 
t 'What train do I have to go on 
to meet Justin Perrier?' 

2 'How do I get a job?' 

3 ' When I try to force the cabinet 
I am told I can't do that 

1 Buy pass and go to Platform 
One. 

2 Wear tie to get in the 
gentlemen's club. When asked 
your name, remember who you 
are pretending to be, Agree to 
the offer of a Job. 

3 Use screwdriver to prise open 
cabinet (STEPHEN ELLIS) 
KEVIN MOONEY is having 
difficulty getting in and out of 
the industrial estate. 

At the entrance go 
N,E f E,NE,E,E,NE f men N. Get 
the bracket and then SW, 
(NEIL F MCCABE) 

Exit with E,E t E,NE,E,N,S into 
the high street. (R HILLS) 



HUMAN TORCH AND THE 
THING 

STEVEN ROWELL wonders 
how you fire the cannon and 
how you get into the castle past 
Blob. 

Aim cannon at Blob, fire 
cannon at Blob. Throw high 
flame at Blob. 

SORCEROR OF 

CLA YMORGUE CASTLE 

S ROWELL: ' How do you 
actually dry the towel?' 
Squeeze towel twice. 

REBEL PLANET 

C H R I STOPHER MORELA N D is 
trying to get to grips with the 
wrench. 

T 'Where is the wrench?' 
2 'What is Ihe alloy strip for?' 

1 Give tickets to the Arcadians. 

2 Bend alloy strip you find in the 
cargo bay to make a pair of 
tweezers. (IOHN WILSON) 

LAURENCE CRIGHTON wants 
the name of the chap who sent 
him through the sewer. It's Sams, 
(MARTIN DRUMMEY) 

URBAN UPSTART 

'I've got all that can be got I've 
given the fan the £5 and the I ager , 
but nothing happens and I can't 
get over the muddy sight or get 
past the fan ' asks someone whose 
name I've mislaid. 

Give the fan the lager, take the 
trip and go to the side of the bank 
where the service till is. Put the 
cheese in the trap, insert card and 
type in the number 1001. Take 
the £5 and the tape from the hilt 
near the hospital, (DAVID 
WILLIAMS) 

EUREKAJ 

CHRISTOPHER MORELAND is 



obviously a little late for the 
Domark prize for Eureka!, but 
he's having a go for the sheer hell 
of it. His queries; 
Prehistoric Man 

1 What use is the ruby? 

2 How do you kill the mammoth? 

1 In Kogo's hut, offer ruby. 

2 Drop mouse to scare them off. 
(DEANSTEELE) 

Arthurian Britain 

How do you defeat the wolf? 

Give the wolf a headache. (B 

COATES) 



VALKYRIE 17 

ANDY GREEN wants to know 
how to start the plane in the 
hangar. 

To refuel the plane find fuel 
under the straw and fill tank with 
fuel. Open the hanger doors 
before starting the plane. Type 
TAKEOFF, not forgetting to wear 
your parachute, (MARTIN 
DRUMMEY) 

WINTER WONDERLAND 

'Alchoo! That's me in Winter 
Wonderland, I can get into the 
so-called Wonderland and that's 
as far as I can go, I tried selling the 
egg to the professor but he fust 
ignored me. Eventually I gave it 
to him and he disappeared with 
nothing more than a ' thank you'. 
So here I am, cold, lonely (even 
the passers-by won't talk to me), 
no money, having snowballs 
banged at me and now eggless. 
What am I to do? Please help me! ' 
pleads PAUL HARTSHORN from 
subtropical South Devon. 

Sell egg and you find the value 
of your cashcard (from the hotel 
room by the foyer) has increased 
by 150 credits. (STEVEN HOUSE) 

MATT LUCAS 

IAN BRAZIER: 'How do I open 
the safe, use note, ignition keys, 
meat, empty container and tube, 
and is there anything important 
about the warehouse?' 

Tip vase, read note (which 
gives the number for the safe). 
Take gun. Insert key on boat. The 
meat is for the alsatians. Go to the 
petrol station and insert tube. The 
map is found at the warehouse. 
(MIKE PARK) 

Send your queries, tips 
and solutions to: 

Stgnstumps, 

CRASH, PO Box 

10, Ludlow, 

Shropshire SYd 

1DB. 
It's the same address 
for Signpost letters, 
record-breaking 
Superheroes and 
i review copies* 
CRASH November 1987 109 
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WHILE VOU 
WAIT SERVICE 

CALL FOR APPOINTMENT 



m\ 






TEN * REPAIR SERVICE 



Update Your Rubber 

Keyboard to a 

New Spectrum* 

Fitted for only £29.95 + £1.5 

post & packing. 

(Also D.i.Y, Kit available for only 

£24,95 + E1.5QPIP) 

same day service limited offer 



* White you wait Spectrum repairs £22.30. r ■• i 
Also spare parts over the Counter ^^T* . . 

+ Alt computers fully overhauled and fully J^J * 
tested before return, 

* Fully insured for the retu rn journey * 

* Fixed low price of £1 9 95 Including post, 
packing ana vat. < Not a between once <?) 
of reaiiv up to £30.00 which some of our / * 
competitors are auottngiJMaii order only! / 

\* Discounts for scnools and colleges. 



BEST SERVICE ^ 



Six top games worth £59.00 for you to 

enjoy and play with every Spectru m repa ir . 

We repair commodore Ms. vie 20s, 

Commodore 16 s and Pius 4's. 

The most up to date test equipment 

developed by us to fully test and find a! 

faults within your computer. 

Keyboard repairs. Spectrum rubber key 

boards oniv £10.00. -%" 

3 month written guarantee on all repairs. L^-i te l 




BEST PRICES! 




ARE YOU ANOTHER CUSTOMER ■ fed Up 

waiting weeks for your estimate? 

Need your computer repaired fast? Then send it now to the Number One Repair 
Company In the u,k.. or can in and see us at our fully equipped 2.500 sauare foot workshop, 
with an the latest test equipment available, you are more than welcome 
We wit. repair your computer while you wait and nelp you with any of your technical problems 
commodore computers repasred for on-y £35.00 Please note we gove you a ioo'- ; low fixed 
price of £19.95 wnicn rnciuoes return post and pacing, vat not a between price HKe some 
other Repair companies offer we don rasK you to send a cneque *n for the maximum amount ana 
shock you with repair dims £30 upwards Don t forget we are Amstrad aproved For quality and 
speed , don t risk your computer to anv other unauthorised repair centre we dont just repair the 
fauit and send your computer dsck we give your computer a ■ 




56 Way 
V rid Dor. cable to 
entefldvouropnifor 

£10.95 

DMC1 50 pip 



Tne cneeun 124. tufHa fire 

300 Dual Pwt inWrfacpnwmjl 
rt umrferosa retail ptfee 
ai so ■ pwenase taoetfiti - 

HSr price E58.J5 
u*m £12,95 piusEf soete 



OVERHAUL WITH EVERY REPAIR WE DO:- v**ft 

we correct Colour, sound, Keyboard, Check the loading and saving chip. Put new feet on 
the base if required Crtecfc for fuir memory check a?i sockets including ear-mike and replace 
where needed AH for an Inclusive price of E19.95 including VAT all parts, Insurance and post 
and packing. No hidden extras whatsoever we don't have to boast too much about our 
service as we nave thousands of customers from alt over the world higniy delighted with our 
service A first class reputation for speed and accuracy Don't forget we also now have a 
Service Branch In Manchester City Centre for whne you wart service. 




*$£ 




Spectrum keyboard 
membranes 

ES.SOO'usti sop* p 
Spectrum Pius soare 
keyboard membranes 
£12.90 plusil 50plp 
2% fti membranes 
£5.0QoiusE1 *iOD&p 



Commodore 
replacement pawe« 
transformer £7900 

PKJSCI 50 D ftp 



URGENT NOTICE Don't be misled Dv adverts showing 'between prices.' A recent 
complaint against a Manchester repair firm Mancomp, was upheld by the Advertising 
Standards Authority on two counts 'It had stated BBC repairs between £14 arid E 
men charged the customer £85." Their guarantee policy was misleading as it did not 
make clear that all repairs were not covered. 




USE ANY 
JOYSTICK WITH 
YOUR SPECTRUM + 2 

SINCLAIR JOYSTICK ADAPTOR FDR 
CONNECTING SPECTRUM +2 
COMPUTERS TO MOST JOYSTICKS 



01Y-OFF SWITCHES 

FOR THE SPECTRUM 
AND SPECTRUM + 
ORDER No 
1067 SPECTRUM 
1067A SPECTRUM* C 
£4.95 MSOp+p 



•V^^EDITION NOW HOT OFF THE PRESS 

New bigger catalogue now available containing over 2,500 items including software for all computers joysticks, 
spa re parts, business softwa re . books, pi us mars v mo re . just send 2>18p stamps for your free copy, Over 20 pages 
| full of top quality products delivered to your door bv return post 





POST + PACKING 
CHARGES UK ONLY 
OVERSEAS 

POST + PACKING 
CHARGES PLEASE 
WRITE FOR 



m 



HYPERMARKET/ 



ASHES TO 
ASHES, DUST 
TO... 
SPECCY? 

Franco Frey's First Law Of The 
Impermeability Of Materials states 
that a specially-designed double- 
seamed dust cover will, 
placed over a Spectrin • 
tendency toward dust 
mth lis environment, in 
word: : .-?bs keep your 

Trie CRASH Spectrum dust 
.-.. which are by a curious 
coincidence emblazoned wfi 
name CR£. S i .-ide to 

different 
measurements, to precisely 
different kinds of Spectrun: 
rubber-keyed modi 
Spectrum ■+ ,. the Spectrum 128 
and the Spr 
And seriously, now, remember 
<entGQULDsave 
you big repair bills , . . 

C3.O0-E4.00 



CRASH HISTORY BINDERS 



perm 



ij and 



ARE YOU 
IN A BIND? 

tf not, you could be - just wait till 
yourGRASHes start running away! 
Now you can keep them bound up 
In a friendly but firm blue binder 
embossed with the CRASH crest 
Each binder holds 12 CRASHes, 
and comes complete with a little 
rub-on thingummywotsit which 
you, urn, rub on and then the 
binder says '1987' on the spine, 
do you follow? You have to be 
there, realty. 

We could go on about the 
handsome tooting* the embossed 
title page and the rare art prints 
which will make this a collectors- 
edition, but it'd all be fibbing. The 
CRASH binder is, however, very 
useful for making shelves collapse 
when overloaded with 164-page 
editions of the magazine! 

£4.50 



ARMLESS FUN 
WITH THE 
CRASH 
T-SHIRTS 

FOUR styles! Three of them 

feature OH Fray's most famous 
CRASH paintings in full colour and 
one T-shirt depicts a monster from 
your worst nightmares - King 
Grub. Wear it if you can stand the 
slime. 



The three covers are: Head Over 
Heels "s Evil Emperor (Issue 39), a 
monster from Oil's interpretation 
of the Level QadventureRed Moon 
(Issue 20), and the CRASH surfer* 
the ultimate Spectrum sports 
simulator, still wet from the waves 
of Issue Wl 

The T-shirts are 50% cotton and 
50% polyester, so everyone's 
happy, and they're all available in 
two dramatically different sizes: 
medium (M on the form) and 
Grubbish, ie extra extra large 
(XXL). 




These T-shirts are 
ONLY available from CRASH' 
and you won't find the distinctive 
artwork on T-shirts anywhere else. 
£5.50 each 



ITEM 



T-SHIRTS 

£5.50 each 



RED MOON . 



M 

XXL 

UflLCMTCMA _ M 

SURFER .. M 

...... ...... ..... XXL 

KJNGGRUB. M 

„ XXL 



CAPS 
£3.95 each 



BINDERS 

£4.50 each 



SPECTRUM DUST COVERS 

RUaBa*-*EYED SPECTRUM 

, „...„. £3.00 each 



SPECTRUM^ 

... CS.S&eactfi 



r3.75*acn 



SPECTRUM 2 

.... t4 00e3cfi 



CRASH HISTORY BINDERS 
£4.50 each 



QUANTITY 



POSTAGE AND PACKING 

fla prcM imiuta VAT, (W0ao4 «nd pw*«tgi tor ardors wANn it-* 
mortano UK far oMrtJuaUi Ewop* •** «>«f lWI W Jt n 

plfWiMU.M|WltMir4tnA 

PIMM atow 28 days lor i*oKv*ry, ore* s»n%»»rtw* IKat dlNem* 
items fttty artvo npmUf CRASH History braSars trill not be 
aval*!* til Dscaoniw bid w* bo dvpatdwi gs won u pM&tote. 

CONTINENTAL EUROPE/ 
OVERSEAS ORDERS ONLY: I AM 
ENCLOSING PftP PAYMENT 
FOR ITEMS AT £2.00 EACH. 

P&P TOTAL; £ 



PRICE 



TOTAL PAYMENT ENCLOSED: £ 



ONE LITTLE v 
FORM GOES V. 
TO MARKET 

Buy ANYTHING from the CRASH range 
of designer doobries with this single 
form! Please fill out the whole thing 
using BLOCK CAPITALS and 
remembering to enclose payment 



NAME 

ADDRESS 



PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ 
NAME - .-... 



ADDRESS «.„.. mM ...„. 

— m POSTCODE 

SIGNATURE 

EXPIRY DATE 

PLEASE CHARGE MY ACCOUNT NO: 



i i i i i i 1 1 m 



SEND THIS FORM TO 
THE CRASH HYPERMARKET, PO 
BOX 20, LUDLOW, SHROPSHIRE 
SY8 1DB 




POSTCODE 





CAP THAT! 




This baseball-style headgear is 
especially designed to protect the 

wearer in the event of (a) King Grub 
or (b)a shetf overladen with 
CRASHes fading on his/her head. 
However, the bkie-artd-white 
CRASH cap (which comes 
complete with an adjustable strap 
so one size fits all humans) is also 
useful for carrying water through 
deserts, taking charitable 
collections at ThePCWShow, 
getting stones out of horses' 
hooves and, in extreme oases, 
wearing on your head. 



£3.9© 




MULTIPLE 
ORDERS 

• 
■ 

MULTIPLE ORDER, CRASH, 
PO Box 20, Ludlow, 
Shropshire SYB 1DB. 

Of 

• ■ 

■ 

CjTGaCSlfffe: 



Don't miss out! 



1984 «-«—w.-..-.— .,„,.,„„,,„.„..„„....„...,. 

3 AMI Sinclair talks to CRASH ♦ Stack Ught Rifle • Run It Again: Missile Command 

games • CRASHtJonnsire results ■ the eartes* surviving back number!! 

4 MAT Tha Qtitit analysed • the tabled ZX Microdrive lippears • Run It Again: Pwgo 

(jamas • graphics utilities • Living Guide: boardgames, simulations, strategy, 
aaventure • dw second-earliest surviving back numbed! (that's enough early back 
m bars -fij 

fees , „ „_.. «■_« ., 

17JUH Denton Oeslgns • Sinclair Story 3 # Maps: ATwgM Lm, UnrJerwutfde* Leonardo 

Graphics* DateJ sound sampler • Artist David Thorpe 
It JUL Gremlin Graphics prafita • Artist Bob waKatai • Map: Gyron Airim 

19 WG CRt profile ■ ORposter • roundup of 8ASC compsers • A»H$t: Rich Shenfield • Maps; 

0mmiteDan,&iaiJowl&9 

20 SIP Efedrorric Pencil Company profile • Maps: Alto? 8, Dm Datacti 

21 OCT HtUggrafix profile • Hetograms • Map: Nodes Of Yesod ■ PfeTmum Productions proffiB 

22 NOV Fanzme Fjie • Microdrive tips • Artist Susan fiowe ■ Fantasy GafTObaota 

23 Df C Mtfbourna House • Computer graphics • Arttet: Dave tteeson 

24 xmas 1M8/8Artist Qwver Frey • Gargoyle Games profile • Lloyd's Lookback • Hewson 

:■■<:' IS 
tS8» ... 






2S Ff fc Duraa profite • Mscrespfwe • FORTH and extensions to 2X BASIC 
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The d_. 

over. Now there's a new breed of specialists - 

Spectrum painters and sound-chip composers 

who help the gameplay come to life, RICH " 

EDDYrei 



A PIXEL IS WORTH 
'A THOUSAND WORDS] 

THE GRAPHICS SPECIALISTS 



- VERYONE knew the Spectrum 
1 had limited graphic capabilities 
when it was launched, so nobody 
really tried to push them. There was no 
demand for graphic specialists - 
programmers consider en; j 
a part of the r 

Probably the first graphic milestone 
was Manic Miner, and everyone went a 
bit gaga over that. So Manic 
flftierauthor Matthew Smith designed 
the graphics for Bug- Byte's next 
release, The Birds And The Bees. 

I: baked liHe the Spectrum could 
i 'Tier of 
1984 Sabre WuiM the screens, and 
it's still one of most colourful games 
around. Programmers began realising 
that graphics could make or break a 
game and began calling upon their 
mates who knew a bn about art 
Graphic specialists had arrived. 

Binary Design is now a large 
progr 'i se empSoying. 30 



people, Its own subdivision Binary Sight 
• • full-time graphic artists: Steve 
Pickford, Lee Corley. NickSpeakman, 
Lindon Brooke, Chris Collins and Jason 
Nelson, the coordinator. Amaurote, one 
til the teams most visually p\en 
games, was the graphic creation of 
Steve Pickford and took him three 
weeks to complete 

Says Binary Design's Managing 
Director Andy Hickey: 'Amaurote began 
life, as does, any project, with a week- 
long brainstorm session in winch the 
majority of the graphics are sketched 
out. From there Steve begins work with 
Binary Design's sprrte dies g 

Graphics are inserted into the game 
when it's almost finished. 

HEAD OVER HEELS OVER 

HEAD OVER HEELS 

Some graph A togethei 

with one particular programmer. 




Graphics man Colin Gruries created firebird's Heartland- after he'd developed 
the took, Steve Whettwrlll wrote a game around ft The atmospheric graphics 
save tl from being just another maze game. 
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specialising in one kind of graphics. Jen 
Ritman's erstwhile art minion Bemie 
Drummond was responsible tor aH the 
graphics in Ocean's Baf/nanand Head 
Over Heels. His particular 

s love of cartoon ill ustratk' 
he taught himsetf art, because he felt 
conventional teaching methods were 
limited. 

Dnjmmond had never touched a 
computer before working on Batman, 
and maybe that explains wl 

: ique He has a free hand In the 
graphics tie destgns as long as they fit 
in with Ritman's scenario - the only 
constraint he works under is (he 
pixel character blocks in which all his 
graphics have to be drawn, 

And there's money in designing 
graphics when you're as competent as 
Bemie Drummond- he hopes to get 
XI 4,000 from Head Over Heels. 



for me we would spend too much time 
communicating and not enough time 
working.' 

Priestley has created a 
distinctive style in his recent gam e 
well-known large-cartoon style of 
graphics was born uninte 
When I was developing Popeye* 
Ironies. King Features Inc. the licence- 
holders, demanded that Popeye had to 
look distinctly like his cartoon 

rpart. complete with the nght 
colour socks, hat and pipe 

Theonly wa . ! be ach lewd 

the .res 11 
characters high Moving something of \ 
that size lakes up a lot of the screen arid 
so adding a foreground and 
backer- wgitpseudo-3-C 

brought in - 
game being s 

Ekit Priestley's latest graphics- 




Some of the most detailed isometric graphlcsare in MasterfronJe's^matMe, 
with graphics by Steve Pickford 



leUmes graphic artists dti . 
', f r.st and then a game is buflt 
around it That happened to Colin 
Grunes when he designed the grap 
for Ochn's Heartland, release 
I irt b:rd. His partner in programming, 
Steve Whether: 1 1, devised a game 
the graphics - the result was one 
CRASH Smash (issue 31). 

Grunes's other works include Nodes 
Of Vescdand, more recently, 
Sidewizeior Firebird. He's using the 
ageing Melbourne tn c reate 

the graphics for Sidewize If, which he 
Keens to Salamander with, he hopes, 
some animated backdrops. (We'll have 
a preview on that soon, Lloyd w. ■ 



SPINACH POWER 



Some programmers don't need 
Specialists working for them. One such 
15 Don Priestley of Popeye, Trap 

id Fruofiyfame. He says: ' If I had 
graphic and sound specialists working 



xztj; 5ceer 



! ^ 



manipulation routines allow him to 
• anna's Through The Trap 
Dooritbe sequel to Trap Door) a much 
faster and more action-packed game 

than his pre* 

i can cheat as **3 , revealsOon. 
'Take jumping, for instance. By tl 
of gravity you ,go upslower than you go 
down. So, the speed doesn't really 
matter on the up and then on the fall 
you can afford lo move the sprite Rye 
•r squares at a time' 
So that's how it's done . . 




<* 
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The Digger the characters, the less colour clash is HKely - but this often 
results in Slow mo vement Don Priestley's latest worK , Through The Trap Ooof, 
seems to haw got round this problem, and it's faster and furiouser . 



PLAYING FOR BEEPS 

THE SOUND SPECIALISTS 




H€ Spectrum BEEP command is 
useless as it stands. But 
The advent of the 1 28K 
machine, music became much mare of 
an integral part of Spectrum gaming. 

The programmers at Frobe 
Software, who write many games f Of US 
Gold, have managed to produce a 
simulated four-channel sound w 
48Kfdr Tranter - The Last 
Stonvtrooper\'d demo of which was on 
last month's CRASH sampler). ! 8 
they're saying is we downloaded il 

I he iR r:re many waste specialists 
waking on the Spectrum, though. Dave 
W'mttakers company, Musicon Design, 
writes most of the tunes that en 

isic chip these days -his 
recent work includes The Living 
DayStghts, Glider rtofef and The Tube. 

He composes his Spectrum tunes 
wrththe aid of his owndriverja piece of 



code tha! makes the music data run) an i 
an F rfttefel computer and thftn 

':iataviaaRS232inloafi 

e One 

GAME? 

WHAT GAME? 

Br confesses that he rarefy sees 
anything of the games he writes : 
for -he may be given a genera l theme 
or h-mpn tO W©* '"■>■'<;. h.it afteT 'hat 
it's up to him. Occasiona'ly he's given a 
specific tone to convert infogrames 

m him the fa isfe Of 

Fire theme- 

VVhjttaker'i, routines can take up 
anything from half a K for fust jingles to 
3K. including the Driver 
Any favourite tunes 7 'No, I usually 

hating them z • spent 

so much time writing them - though 
occasionally I'll hear a tune 
months dfrer I ve v.Titter it and think' 
'Yes. I Me that, it 's good." 

' WOK f$ ESSENTIAL 

In-hdusr 

Software'^ Richard Joseph can 

• , m bouse niusical 
style, And what with all the aocotedes 
that a ■ »laee 

games as Sitfiip & Co., Cauldron fcfr*d 
Wand Barhsnan. Richard must be pretty 
chuffed . 

He's a bit of a pundit, too. saying 'the 
rm25ie industry itself is full of rubbish 
whereas computer music is stisi in its 
i, The H-'bri 
. i ,ps are merely a pointer 1 1 

i 100K on the music and 
FX for the Atari ST version 
and that's not a IttMii , 
essential. 

There's another Hind of sound 
speech from a computer has always 
fascinated programmers and users 
alike. The only problem is that it eats 
lots of memory, The mojSl 

. h, without the did of a 
synthesizer, 15 that 0! the /, Ba/f games. 
The uoJce of programmer Tim Cross 
punctuates the game- with cries o1 'I, 
Ball! Go for it!'. 

kss explains it casually It's quite 
simple, realty. There's a routine 
written and when I play speech through 
the tape deck into '•:■ ket the 

computer stores it as bits. It's usually 
use up what's left 
of the memory.' 



Dave Whittaker demonstrates how he composed The Tube's theme tune on 
his piano tie 
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TRANTOR - 

THE LAST STORMTROOPER 



Producer: GO! 
Retail price: £8.99 
Authors: Probe Software 

T ranter, the fast 

stormtrooper, Is abandoned 
on an afien planet. By 
activating the main planetary 
computer held in the terminal 
building, our hero can escape his 
imprisonment. 

Trantor finds himself near the 
terminal building's lift, and to 
progress further he must run, duck 
and jump his way past a series of 
verticaily pounding pneumatic 
hammers. All this time his 
bootsteps are dogged by myriad 
hovering droids and robots, which 
can be blasted from the air by the 
flame -throwerthat Trantor carries. 

To provide further aid, our hero 
can search any locker that 



J MIKE 




" Trantor has excellent presentation; the loading screen is a work 
of art, and the sequence just after the game has loaded, where 
the little man gets out of the apace ship, runs along and trips up, 
is brilliant I was quite Impressed by the in-game presentation, 
too; the sound is very good, and the graphics are large and weii- 
coioured, though there's an awtul lot of clash. But it's annoying 
that Trantor refuses to jump and fire at the same time, because 
haff the aliens come at you from head height! rfs easy but 
unplayable, and thus unaddictive- 1 don*t think anyone's going to 
splash out £699 for a nice intra demo. " 



► There's nothing more than meets the eye - Trantor stars graphics, and the 
gameplay takes a supporting role 




passes; when a helpful item is 
collected a suitable icon is 
displayed at the top ot the screen. 
There are eight terminals in the 
complex, each of which provides 
a letter. The letters must be made 
up into a computer-related word. 
Thts can then be keyed into the 
main computer terminal. (A time 
limit means that there is no time for 
dawdling in any sector, but 
discovering a letter resets the time 



JbymL 



" Trantor has fantastic 
graphics but rt takes some 
getting used to. Death 
comes almost instantly after 
you've started the game, 
because most of the nasties 
are out of your reach yet can 
easily take your energy. It 
soon becomes tedious 
starting the game over and 
over and over and over and 
over again and again and 
again. ,r 
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clock.) 

Once lie's assembled the word 
Trantor is given a beam code 
which he can use in the beam area 
to complete his mission, 



J PAUL L 



" There's no doubting that 
the graphical appeal and 
presentation of Trantor is 
very strong, but it might not 
have lasting appeal to match. 
The biggest problem is the 
lack of variation, Nearly all 
the time is spent running and 
shooting - both of which 
require little skill - and 
practically no time at all is 
required for any problem 
using grey matter. Trantor 
would have been much 
better if Probe Software had 
spent as much time on the 
concept of Trantor as they 
obviously did on the graph Ics 
and animation. " 

82% 



I COMMENTS 



I 



Joysticks: Cursor, Ken 

Graphics: beautiful - targe and 
j i, though this results in 
a lot of clash 

Sound: brilliant synthesised 
four- channel sound - even on 
the 4flK version 
Options: definable keys 
General rating: excellent 
presentation and graphics 
conceal shallow gameplay 



Presentation 
Graphics 
Payability 
Addictive qualities 
OVERALL 


80% 
85% 

66% 

68% 




Producer: Firebird Silver 
Retail price: £1.99 

Ranger Percy Nutting has 
tost a marble or two. and 
you're called in to sort out 
the mess his nervous breakdown 
has caused at Papatoetoe Park, 
an environmental paradise now 
full of litter, wilful wildlife and 
incompetent swimmers. 

The park is shown on a 
horizontally-split screen, with its 
blue lake full of swimmers, snakes, 
litter and logs, and the red 
landscape that forms the northern 
bank inhabited by crusty-backed 
turtles. 



collected, you can move on to the 
next. 

But this isn't as easy, or as safe, 
as school litter patrol. Your three 
fives are seriously threatened by 
obstacles in the water and by the 
focal fauna; the world's first family 
of homing snakes presents a 
particular danger. So you carry a 
supply of Boots' snake repellent 
just one capsule flicked into the 
water clears the area. 

Swimmers also cut swaths 
through the wobbly wetness of the 
water, but some destroy your 
canoe if it hits them and others get 
in trouble and havetobe rescued. 

Because you missed breakfast. 



Since the Park Keepers' Union 
isn't too strong, your equipment is 
limited to a small canoe. You can 
paddle this across the lake in any 
direction you choose, leaping out 
whenever anything needs to be 
collected from the bank. 

Every time you gather a piece of 
litter, a tin can or a bottle, you are 
awarded points, and one litter icon 
is removed from the display at the 
bottom of the screen, when all the 
rubbish in one level has been 



► Firebird scoops Branson's Virgin 
with the first litter-collecting 
sim , . . 

your energy supply is limited and 
falling. You can replenish your 
calorie count by rescuing 
discarded morsels of cheese-and- 
pickle sandwiches from food- 
stealing ants (with a well-aimed 
kick). 

And if you keep up all this good 
work, Percy could be out of a job. 




Opponents of sexism in 
software may be pleased to learn 
that in Park Patrol the player can 
be male or female - he just has to 
make up his mind, doesn't he? 



CRITICISM 



1 




# " This is simply a Frogger-type 
game with sweet little overtones. 
The monochromatic graphics are 
nothing to shout about - badly- 
defined sprites on a cluttered 
background. The basic idea is to 
collect every piece of litter on one 
level in order to progress to the 
next uHraexciting level and start all 
over again! The best part is 
changing from a man to a woman, 
going around with skirts waving in 
the park breeze (a bit pervy, 
that . . . ). Otherwise, there's not 
much reason to recommend Park 
Patrol, with its beepy sound FX 
and boring gamepfay " 

NICK 27% 

# "The old Firebird trick of 
lengthening the loading time so 
that the game itself seems 
superzappy and wonderful 
certainly works for the first two 
lives of Park PatroL And it's not 
too boring because you can go 
on from the first few pointless 
screens to more difficult ones 
with more nasties. The 
simulation of movement on 
water works well, and the speed 
of the swimmers is just right to 
let the boat change direction. 
The control of direction in 
midjump adds humour, but the 
idea of playing as either a boy 
ranger or a girlie ranger only has 
the value of being cute. " 

BYM 82% 

# " i can't understand what an the 
fuss is about - 1 can 'tsee anything 
in Park Patrol" to explain the praise 
its Commodore version got The 
concept is very simple - and it's 
very, very easy. Even with as many 
people and obstacles as possible 
on each level, it's a doddle to 
finish. The graphics are nothing to 
write home about, and the only 
enjoyable things in Park Patrol are 
the lovable characters - but even 



they tack variety, "' 



55% 



COMMENTS 



l 



Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: unnecessarily bloeky 
with little use of colour 
Sound: rambling tune at the 
beginning; spot FX 
Options: definable gender 
General rating: a dull collecting 
game with a humourous touch 



Presentation 

Graphics 

Playability ! 

Addictive qualities 

OVERALL 48% 
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ROBIN CANDY/ 
RETURNS / 
WITH& 



^ORE s 



IT'S THE SECTION READERS KEEP ASKING FOR - 



THE SUPERHIGH SCORES 



THE PRETTY GOOD SCORES IN FACT, 
ABOUT ANYBODY'S SCORES! 



SCORES is the high -score section wfth a difference, Lloyd 
Mangram's Halt Of Slime, the last CRASH high-score section, 
was widely regarded as a haven for ilan who added a few 
noughts to the end of each score. That's why most of them 
ended up on the Ludlow gibbet. 

But Robin Candy's SCORES is more than a hall of boasts 
because it's arranged game-by-game - that way you can go 
directly to your favourite games and see how the rest of the 
CRASH readers compare with your top score, so you know 
what to aim for. 

And don't worry if you're not the most dextrous binary 
basher ever to play a computer game - SCORES wilf be 
compiled a bit differently from other high-score sections. 

Each month Robin and the CRASH team will be looking 
out for the greatest scores on the LATEST games - so even if 
the game has only just come out your half-complete score 
may be further than anyone else has got so far. And don't 



Send this fori <ur scores for up to three game 

ROBIN CANDY'S SCORES, CRASH, PO Box 10, 
Ludlow, Shropshire SYS 1DB. No lying, please 



forget to add the date to your entry, because we "II be 
following the progress of games through the months from 
the day they're released to the day someone completes them, 
and beyond! 

And it's not just high-flyers who'll appear, either; besides 
the record score for each game, we'll publish the scores and 
names of a couple of other players, picked at random from all 
the entries, to show the full range of gamers. Everybody has 
a chance of appearing in SCORES! THERE IS NO MINIMUM 
SCORE. 

Each month Robin will pick five winners from all the entries 
(regardless of their scores and of whether their scores were 
published); the first one out of the pile wins £40 worth of 
software of his or her choice, plus a CRASH cap and T-shirt; 
the next four win a CRASH cap and T-shirt each. So don't 
forget to tell us on the form what software and T-shirt you'd 
like if you win a prize I 



improbably huge scores wrJl be Dinned! if you • ; ove 

you've really done it, you 
screen dump of the q< 



\ NAME 




IF A WIN TOP PRIZE 1 WOULD LIKE THIS ■ 


; ADDRESS 




£40 WORTH OF SOFTWARE: 


! MY SCORES ARE: 


POSTCODE 


AND IF 1 WIN ANY PRIZE 1 WOULD LIKE j 






THIS CRASH T-SHIRT, CHOSEN FROM » 


Igame 


SCORE 

DATE ACHIEVED 


THOSE ADVERTISED ON PAGES 112-113: 








: i .. 

: 2 

IS ,„ 


At the risk of becoming tedious, we're going to point out once again that ! 
the decision of CRASH'S appointed judges is absofutdy final in alf respects, 
so it least if you br ioe tfiem you can be sure of getting your money's worth- 



AND THERES A CHANCE TO WIN £40 WORTH 
OF SOFTWARE PLUS SOME CRASH CLOTHES 




You can obtain your copy of PAC-LAND direct from Argus Press Software - Post and packaging FREE! ! 

Write now or send with a cheque or postal order to: 

B & L Distribution, Units 1 6k 2, Conlon Development, Water Lane, Darwen, Lanes. BB3 2ET. 

Name .... 
Address . 
Towr 

or PI>onc: 01-439 0666 - our Credit C«rd Hodinc W&£ 
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»* £5 OFF Jfc 



PRICES 



YOUR MICRO 
DESERVES THE BEST. . 

When your home or business micro costs several hundreds of 
pounds, it deserves the finest repair facilities in Europe (well, 
probably!), And the finest prices- £5 off trade rates for a limited 
period only. * How? At Verran we use our own range of advanced 
automatic test equipment (now sold worldwide), backed by 
stringent 2-8 hours soak-rack testing. That means speed, ultra-low 
prices and, most important, guaranteed reliability. For the first 
three months well repair any fault free. For the next three, at half 
these quoted prices.* it's the finest service available. 

* Currently we handle over 3500 products on average every day. 
Providing services for such leading companies as Amstrad pic, 
Commodore Business Machines, Sinclair Research, Rank Xerox, 

Dixons, Currys, Boots, W H Smiths, John Menzies and many more. 

* Join them and take up our special offer now. 



Recommended and Approved by 



AMSTRAD ATARI COMMODORE 

ACORN SINCLAIR 



€ 

£ 




EUROPE'S LEADING 

COMPUTER REPAIR CENTRE 



...AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS!!! 



* With over £500,000 Worth of spa res in stock, we 
&»rt meet many of your specialised requirements, 
We've listed m few examples and far anything not 
displayed just call us and welt quote immediately 

inclusive of first class post 



SPECTRUM SPARES 

jGBOCftJ 

ULA6C0QI 
Power Supply 
ftOM 

AMS. 

rrx690 

ZTX213 



250 

700 

650 
700 

75 



Keyboard Membrane 

Spectrum 
Spectrum Plus 



COMMODORE SPARES 

€610 Processor 

c Chip 

i fjf 3ptoc ROM 

901226 Basic ROM 

901227 Kernai ROM 
9Q61I4 House Keeper 
6569 - W? 

4164 RAMS -Memory 




3.00 
800 



1200 
1200 

15;00 

10.00 
10.00 
■15.00 
10.00 
18.00 
1.00. 



PMiW Supplies 

C64 tft50 

GJ6 15.00 

All the above prices include VAT but please enclose 
a further £LSO post and packing on all component 
orders. 

HOW TO CONTACT US 
if For quotes cm computers not listed or on 
any com ponent tel ephone 0276 66266, 
(QuotingHjJJHB''- 

it To send us your micro for repair, mail it securely 
packed, accompanied by cheque, postal order 
(made out to Verran Micro Maintenance Limited) or 
quote your Access or Barclaycard number. An d to 
obtain your special discount quote ■*-««"«■ 



'erran 



Verran Micro-Maintenance Limited, Unit 2H & 2J, Albany Park, Frimley 
Road, Camberley, Surrey GU 15 2PL Telephone 0276 66266. 



£. 



THE PHENOMENON CONTINUES 




e mind blowing sequel to the No. I 

smash hit. Addictive, frantic and pecked 

with so many new fwf ures Jt'si atotally new gafhei, 

Over 100 levels of pulsating action as you take cm the 

powers of jour favourite player, even if they're already 

in play . Discover the hidden gifts of the Secret Room. 

— face to face wKh die fearsome: Di jigon and waljh 

rath Curse of the evil "IT", : 



s i 




add puddles, forcefidds ami moving exits make 

your progress all in* more difficult But there are 

myst leal amulets to be gained which will enhance 

your powers to repel the monster*, walk 

through walls « intreas«jaj rflfepowRr, You may even 

move some of the maze walls to your ad vantage. Gauntlet II 

a not J»t»hjrma-episodeinmiienUiraBt»gcw»de, 

Ufa a wlttie new experience in action packed advent 
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The mind blowing sequel to the No.l 
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U,S. Gold Ltd., Units 2/3 Holford Way, Hcdforri 
Birmingham 06 7AX Tel: 021 35fi 3388 
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£l 9*99 DISK 



• . 



AMSTRAD 
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Producer: Starlight 
Retail price: £7.99 

You control three different 
droids, each with different 
capabilities: they can be 
activated in turn, and each sent to 
one of a series of hexagonal 
landscapes. 

These barren vistas consist of 
ramps and valleys, chasms and 
level plains, Move your droids 
carefully, controlling Iheir 
movement so they don't turn We to 
their death or wander into acid 
lakes: there is a task to be done. 
Contained within each landscape 
are energy pods which must all be 
collected before the droid can go 
on to the next panorama. 

The letters B-O-N-U-S can also 
be collected to give a bonus play 
later. 

The landscapes are inhabited by 



JPAUL L 



" Despite the large play area 
and the many landscapes, 
Red L.E.D. has surprisingly 
little game content. Most of 
your time is spent going 
through an endless (and 
colourless] 1 void; only a tiny 
fraction of the map actually 
has anything affixed to it, 
And to make matters worse 
ail the characters are very 
small and intricately 

detailed; thus they end up 
looking like smudges on the 
screen. Red L.E.D. offers very 
little. " 

51% 



► 'Lurid colours in a wild complexity of jumbled lines' 




patrolling alien droids who can 
reduce your own droid's energy 
level, though it can be restored by 
picking up items. To help your 
droids in their quest are telepon 



J MIKE L 



" Red LED, is a decent little 
game tor Marble Madness 
fans the world over. The 
graphics are attractive; the 
scrolling is a lot smoother 
than in many games of this 
genre, but it still jerks more 
than it should for a play area 
of he size. Red L.E.D. is 
playable and quite addictive, 
but there's still a niggling 
feeling that it isn't going to 
last as long as a hill -price 
product should. " 

68% 
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Rec i. FD : a simple collecting challenge 



JbymL 



u Some games, such m Firebird's Park Patrol (reviewed in this 
issue}, benefit from slow-response graphics. Red L.E D. does 
not! The intricate landscape layouts require a speedy yet 
controlled movement. Yet after two hours of mastering droid- 
control, the game becomes playable, if nearly impossible to 
complete. The lurid colours scrambling all over the screen in a 
wild complexity of jumbled lines dorTt make it any easier or more 
fun. Also, the reasoning behind your losing a smell amount of 
energy for jumping out of the arena and losing a great deal for 
bumping into a jumbled mass of confused pixels the inlay calls 
an enemy droid escapes me completely; one happens as 
frequently as the other. Still, though 1 find games with many 
similar screens taxing on my patience, I'm sure many will love 
RedLE.D.. " 



a droid-freeze device that 

temporarily immobilises alien 
droids, ice switches that glaciate 
an acid lake, and time capsules 
that either extend your time limit of 
an hour or reduce it. 

Collectible smart bombs no! 
only destroy all the alien 
mechanoids in the immediate area 
but can also take out enemy droid- 
generators. That's useful because 
when afl the generators in a 
landscape have been destroyed, 
no more alien droids come a- 
ng at your robot's tin heels till 
the next landscape. 

When a screen has been 
successfully completed a flashing 
hexagon is shown on the main 
landscape map, Link the far left 
landscape to the far right 
landscape with a series of such 
hexagons and victory is yours. 



I COMMENTS t_ 

Joysticks: Cursor, Kempston. 

Sinclair 

Graphics: n 

monochromatic, good 

scrolling 

Sound: tune and Fx, but 

nothing stunning 

Options: definable keys 

General rating: a limited but 

enjoyable Marbh 

Madnessesqm collecting 

garhf 



Presentation 76% 

Graphics 60% 

Payability 
Addictive qualities 
OVERALL 61% 



WHITE HEAT 



Producer: Code Masters 
Retail price: £1.99 
Author: Mark Bulldock 

There's no escaping aliens - 
rn White Heat, the three 
horizontally-movable bases 
under your control come under 
attack, each in turn, from 72 waves 
of aliens. 

The attackers that make up 
each wave have different, 
idiosyncratic movements: some 
rotate in eccentric fashion, others 
zigzag sharply across the screen, 
Others dive-bomb your 

installations. As they approach, 
they release blasts that you must 
try to avoid, because contact with 
the a I iens or their fire destroys y ou r 
base and you move on to the next 
of t he trio. A warni ng is given when 
only one of your bases remains. 

Each base is equipped with a 
blaster that can fire single shots at 
marauders, destroying them to 
produce point packages that are 
displayed at the location where the 
alien was annihilated. Accurate 
and speedy shooting is rewarded 
with higher points. 



• " My goodness, we do seem 
to be going back to our roots: 
after all the Breakout clones in 
the last few months and the 
Marble Madness madness 
before that ft feels like the 
software industry is starting all 
over again. What struck me first 
about White Heat was the 
strange alien-formation 
movements. The individual 
graphics are detailed and 
colourful, with smooth 
animation to match. But there's 
not much you can say about 
games of this genre, because 
they're basically the same -very 
unoriginal. " 

MUL 32% 

• "/ thought White Heat was 
trying to be funny - but it isn't. It's 
desperately trying to be an 
addictive shoot-'em-up but tails 
pitifully. The action races along at 
the pace of a snail on crutches, 
and as you're only allowed one 
bullet onscreen at a time It's 
incredibly frustrating. White Heat 
/s a good reason to pay more. ' ' 
B*CKY 15% 




White Heat: a shoot-'em-up where fire power is so restricted you can hardly 
even shoot 'em up 



If you are too hesitant in firing, 
the menacing creatures mutate 
into more deadly beasts with 
speedier actions. Near its moment 
of transformation, an alien takes 
on the complexion of a fresh boiled 
lobster: be warned. 

/ CRITICISM | 

• " White Heat is the most 
simplistic, primitive and dull game 
I've had the misfortune to ptay in a 
long while. It may appeal to a few 
people, as it did to me. for a very 
short time just because all you 
have to do Is blast things - but 
soon it's tedious. " 
BE" 5% 



L 



COMMENTS 



? 



Joysticks: Cursor, Kempston 
Graphics: simple but quite 
colourful 

Sound: grating tune and 
nauseating FX 
Options: definable keys 
General rating: a very poor shoot- 
'em-up 



Presentation 43% 

Graphics 22% 

Playability 26% 

Addictive qualities 26% 

OVERALL 17% 
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JACK THE NIPPER It 
IN COCONUT CAPERS 



Producer: Gremlin 
Graphics 

Retail price: £7.96 
Authors: Gremlin in-house 

Regretting that he'd never 
travelled British Airways, 
Jack The Ni pper has leaped 
from a plane in midfiight, followed 
by his harrassed father. Their 
James Bond-like tumble deposits 
them in Jungl eland - not much fun 
for an infant, you might think, but 
remember this babe's so tough he 
can change his own nappy without 
flinching. 

Separated from dad, Jack sets 
off on a toddle, causing mayhem 
as he progresses through trees, 
cavernous naJIs, and underground 
passageways. Ladders, 

platforms, ropes and slides are all 
there to help Jack move, taking 
him to higher and lower levels and 
far-flung pockets of this arboreal 
empire. But he must be cautious 
when using them, as a tumble from 
the upper reaches is more than 
jungle Jack can take. 

As Jack makes his way, he 
discovers that not everything is 
predisposed to his chubby- 
cheeked presence. Bats, birds, 



T A rare snap ot Cameron's colonial 
babyhood 



white elephants wearing shades, 
hippos in Raybans and sour- 
tempered scorpions are all out to 
give our wee man the touch of 
death. 

The warriors of a native tribe are 
ateo irritated by his appearance 
and seek to find their spears some 
work. Fortunately - though the 





A Even the Darlings of Code Masters 
a re crin kly compared to Jack The 
Nipper - and he keeps on nipping 
in Gremlin's hilarious Coconut 
Capers 



J PAUL L 



** Coconut Capers is a superb 
follow-up to Jack The Nipper, 
and I have only one gripe: 
Jack just isn't as naughty 
and reckless as in the earlier 
game. The problems and 
Solutions aren't quite as 
apparent in Coconut Capers, 
and we don't have to be as 
mean to the locals as we're 
used to; perhaps Jack has 
cooled down a bit after being 
deported from Australia. At 
first it's hard to relate to the 
jungle surroundings, but 
persistent adventuring soon 
reveals a collection of 
natives who create a strong 
atmosphere. And Jack is as 
cute as ever. " 

89% 



"fortunately' may depend on 

whether you like small children - 
Jack can add to his eight lives by 
collecting dummies. 

To further help his cause Jack 
discovers that he can gather other 
useful items to make life a little 
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J RICKY L 



" Coconut Capers is belief graphically than its predecessor, with 
much more colour and decorative surroundings making it more 
appealing. And luckily this initial appeal doesn't wear off, 
because there's just so much to explore and discover. Though 
the puzzles aren't quite as obvious as in the first Jack game, you 
just have to delve deeper to uncover the hidden surprises of 
Coconut Capers. It's great played either as a simple platform 
game or as an involved puzzle game. And whichever way you 
want to look at rt I can guarantee there'll be something enjoyable 
Init for you, " 

87% 




easier and earn points. Dynamite, 
grease, honey, onion and 
woodworm are all at hand to aid 
this apple of his mother's eye. 
Explosive green coconuts are 
particularly helpful - Itiey can take 
oui an approaching danger if 
carefully lobbed in its direction - 
and an invincibility sack gives our 



J NICK L 



" Jack The Nipper is back in 
full force! This game is as 
bursting with addictiveness 
as the original, and it has 
more added attractions. But 
some of Jack's new 
adventures have been 
copied from other games. 
For example, you can travel 
in a coal truck and that's out 
of Roller Coaster; in the river 
scene you can cross on logs 
(Dynamite Dan); the basic 
layout is very similar to Jet 
Set Willy. Still, this doesn't 
spoil the enjoyment you can 
get out of Coconut Capers. 
There are some really good 
spot FX and a good tune at 
the start of the 128K version. 
Colour is used well and the 
graphics are excellent 
though the animation is a bit 
jerky. Coconut Capers is a 
fantastic follow-up with 
plenty of payability, so snap 
it up while you can " 



young hooligan temporary 
immunity. 

On collection, all objects are 
automatically divided (by icon 
boxes) into those that are 
weapons and those that are 
naughty, whrch when used 
correctly can elevate Jack's 
Naughtyometer to proportions 
that would make even the surgical 
stockings of anSAS-trained nanny 
twang. 

But should Jack's father finally 
catch up with his errant offspring, 
a spanking puts paid to his capers 
and it all ends in tears. 

Gremlin Graphics's Jack The 
Nipper, the terrible tot's first 
appearance, earned 93% overall 
in CRASH Issue 30 - and he was 
on the cover. 



U COMMENTS !_ 

Joysticks: Cursor, Kempston. 

Sinclair 

Graphics: colourful and 

defatted with great animation 

Sound: fairly good title tune 

and spot FX 

General rating: a superb 

continuation ol Jack The 

Nipper's exploits 



Presentation 
Graphics 
Payability 
Addictive qualities 
OVERALL 




Producer: Pirate 
Retail price: £1 .99 
Authors: M Hartley and 
P Scririn 

Holding the world to ransom 
for £100 million, 20 BMX 
bikes and a bucket of shiny 
pebbles is all in a day's devilry for 
that atrocious academic, 
Professor Hans de Jaberwocky, 

But his threat to gungify all those 
not wearing protective clothing is 
sufficient to spur Psycho, the 
humanoid droid, into altruistic 
action. 

If this minor mechanoid is to 
save the likes of you and me from 
conversion into so many bowls ol 
Bird's Dream Topping, Psycho 
must combat the robotic 
opposition created by the 
degenerate don. 

This clique of dangerous 
devices includes Edgar, unarmed 
but with feet and hands that have 
been graded as lethal weapons by 
the Bognor police department; 
Grez Bret, a gun-toting 'bot; 
Bazooka Fred; and loony Chris. 

Psycho must not only do his 
best against these unpleasant 
constructions of circuitry, but 
must also avoid the missiles. 
preprogrammed tanks, time 
bombs and mines that litter the 
place. To touch any of these 
induces in the droid a nasty attack 
of death, and he has but three 
lives. 

Our daring rescuer can get 
some help by picking up the 
assorted weaponry - a pistol, 
bazooka, M-16 rifle and flams- 
thrower - that he finds. Each 
weapon has a limited supply of 
ammunition, but Psycho can 
increase this by touching extra 
arms caches, 

Points are awarded for every 
opponent that Psycho consigns to 
the scrap heap, and the running 
total is increased by collecting 
)unk Food, milk shakes and 
emptied lager cans. Releasing 
prisoners swells the total even 
more. 

Given a little personal living 
space. Psycho can begin to 
dismantle the series of doomsday 
devices that threaten our 
molecular stability. He does this by 
shorting each mechanism's power 
supply. 

Once this is done, the heroic 
droid can make for a friendly 
submarine to discover the location 
of the next device. But should 
Psycho try and beetle prematurely 



to the sub before he has 
deactivated a device, he is 
penalised for his precociousness 
and is returned to his starting 
point. 



CRITICISM 



l 



% " Perhaps this game should 
have been called Call Me Cobra, 
because it sure seems the same 
as Ocean's gam© - well, 
graphically anyway - even down 
to the hamburgers and 
megaweapons. And this 
conceptually boring game adds 
nothing new to a well-worn 
mindless genre. The gameplay 
suffers mostly from unresponsive 
controls and slow animation, bom 
of which reduce its addictive 
qualities. Surprisingly, with games 
of this type a fair amount of 
thought is required when jumping 
around the platforms, and a map 
would be very useful. " 
PAUL 41% 

• M This is a real waste of time. 
The program is full of bugs and 
the gameplay Is pathetic. The 
sprites have been badly defined 
and after a while it gets hard on 
the eyes. Call Me Psycho looks 
tike a homemade job, and a very 
bad one at that. There are now 
so many games of this genre 
that when another one like this 
comes along it is simply a waste 
of time and money. " 

KICK 25% 

• "Call Me Psycho makes a 
refreshing change from the rest of 
the shoot-'em-ups we've had this 
month, ft isn t the wildest thing I've 
seen recently, but playable, 
reasonably addictive games at this 
price are not readily available. " 
■Ett 74% 



COMMENTS 



j 



Joysticks: Cursor, Kempston, 

Sinclair 

Graphics: slightly jerky but quite 

well-defined 

Sound: nothing special 

General rating: pleasant, but not 

polished enough 



Presentation 52% 

Graphics 55% 

Play ability 50% 

Addictive qualities 58% 

OVERALL 47% 



fr- tf takes a droid to save the human race in Call Ma P$ycho 
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Screeflshots from arcade version 



US. GoU Ltd.. Unto 2/3 Holford Way. Hotfbrd, Birmingham B6 TAX. Te(: 021 3ft 3368 




HEAL ftRCADC ACTION AT ITS BEST! 

The year is HZ&tBz Earth's wast resourcflB 
tare fkiafh/ running out (agnitif). You must 
bridge the pftltt to Hw much neeu*»«J 
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ORIGINAL 
ARTWORK 
OF 

YOUR GRU 
STRIP, 
AUTO- 
GRAPHED 
AND 
FRAMED! 



IF you haven't heard of King Grub yet, don't turn the page- just 
thank your lucky stars, because King Grub is the disgusting 
CRASH cartoon character who makes Fungus The Bogeyman 
took appetising. {He's on page 1 00 this month.) 

But if you've got a realty strong stomach, you can join in the 
Grubbery and write a script {or at least an idea) for King Grub. 

All you have to do is write down what you think King Grub 
should do and say in his February strip - remembering that the 
strip is about four frames long, so the King can say up to four 
distinct lines, and that there are no other regular characters (apart 
from the flies). 

11 you can't work out ail the words, just send in a rough idea of 
what King Grub might do and say, and you could still win the 
prize; 

The entries will be judged by Markie Kendrick, who draws King 
Grub, and Gordon Druce, who has a revolting imagination and 



eggs him on. 

The winner will have his King Grub script used in CRASH Issue 
49 (February 1988) -and he'll receive the original artwork of that 
strip, autographed by the artist and framed by., well, a picture- 
framer. He'll also receive a King Grub T-shirt to nauseate his 
family and friends. 

Five runners-up will get T-shirts too. 

Send your King Grub scripts on an old sock . . . sorry, a 
postcard or the back of a sealed envelope, remembering to give 
your name, address, and T-shirt size {M or XXL), to: THE TRULY 
DISGUSTING KING GRUB COMP, CRASH, P0 Box 10, 
Ludlow, Shropshire SYS 1DB. As usual, the decision of 
CRASH'S appointed judges isfinal and no arguments concerning 
the outcome will be entered, and if you do try to argue, well, just 
remember King Grub is not something to be sat on by on a dark 
night. 
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Producer; Code Masters 

Retail price: £1,99 
Author: Tim Milter 

Put on thai crash hat, 
squeeze into those squeaky 
feathers and buckfe on your 
boots - it's time to scramble 
aboard your chubby- wheeled All 
Terrain Vehicle (ATV) and head for 
the roughest, toughest, meanest 
scenery you can find, 

You can take runs against the 
dock on obstacle-littered courses 
that spread themselves over sand 
dunes, grassy land, snowscapes 
and dirt tracks. 
Many obstacles require careful 



negotiation - if your ATV gets 
stuck you lose valuable time 
attempting to free its wheels. 
SpBed is crucial, not only in your 
race against the clock but also in 
determining your success at 
negotiating hazards. Fastest is not 
always best. Tackling even the 
most innocuous obstacle, such as 
a small rock, at the wrong velocity 
or in the wrong manner can rip 
your grip and buttocks from 
handlebar and seat and propel you 
in an elegant swallow dive through 
the air. 

And there are some strange 
obstacles which you have to drive 
into to believe , . . 

The AW can do wheeties , which 



IbenL 



" Surely the programmer intended this as a mickey-take of all 
the other racing games? Perhaps not, but I haven't had such a 
good time trying to complete six laps of lunacy in ages. There are 
some novel uses of hard surfaces which make life hel* - ever tried 
to get a four-wheeled bike off a beach ball that's being bounced 
on the nose of a seal? My ortty real niggle is that ATV Simulator is 
much too easy; there should be a lot more levels to give it that 
extra bit of lasting appeal. I wouldn't pay two quid for a game that 
would only keep me occupied for a couple of hours. " 

99% 



► A TV Simulator taking the mickey 
out of racing games? 



J NICK 



"Wow! it's Kik start on an 
ATV. Control is a bit hard at 
first but once you"ve got the 
hang of rt the game's great 
fun. The graphics are 
adequately defined and 
colour is used well but the 
sound Isn't very good - 
there's a nice tune on the title 
screen and between levels, 
but only grftty spot FX for the 
motor sound. There's also a 
gameplay problem wfth the 
time limit: climbing back 
onto your vehicle is very 
time-consuming. ATV 

or is a thoroughly 
addictive game and a 
favourite of mine because 
V m the only reviewer that can 
get to the water level. HA! " 
88% 



fi 



PAUL 



" Well, it's about time 
someone had a go at Kikstan 
on the Spectrum - and 
though this isn't as playable 
as the Commodore classic H 
certainly has all the humour. 
Where ATV Simulator fails is 
in the number of 'impossible f 
situations and the frequency 
with which they appear - 
many times I lost control of 
my bike, or the ATV just 
reappeared on the screen 
out of my reach. The 
animation of the driver and 
his vehicle is brilliant and 
realistic, especially when 
you're trying to pull the bike 
out of a hole. There's no 
doubt that lots of time has 
been spent making ATV 
Simulator aurally and visually 
appealing, but youVe got to 
have more to a game than 
slick presentation. ** 58% 



SUPERNOVA 



Producer: Players 
Retaif price: £1.99 
Author: Anthony Bailey 

For every holidaying robot 
who wants to toast its 
circuits, the Supernova 
Hotel on planet Antares is the only 
place to be. There's a snag, of 
course . . . money. Such a stay 
doesn't come cheap, but ROBOT, 
an impecunious automaton, 
decides to take advantage of the 
lavish facilities anyway. 

At the end of his stay, ROBOT 
can't pay his bill, but till he does he 
can't leave Antares. With 
homesick ness welling inside him f 
the freeloader knows he has to 
accumulate ca$ft< 
ROBOT begins the monetary 



J quest in the main reception and 
administration areas of the hotel. 
From here he can pass through 
unlocked doors, and use lifts to 
reach other sections of the hotel; 
they include a security room with a 
safe, an arcade-game room, a 



Jnick L 



" The graphics really are 
good, with the little ball-like 
character moving well, 
though the scrolling is a mite 
jerky. The different levels and 
objects spice the game up 
and boost addicttveness; I 
especially liked the arcade 
level . Supernova is a brilliant 
game, let down just a touch 
by its speed and sound. M 

74% 



JbenL 



" I'm very surprised Supernova wasn't snatched up by some 
budget label ages ago; it looked excellent as homegrown 
software about a year ago. It's nice, too, to see that it's still 
appealing and compelling, which isn't so usual for budget games 
of this genre. The presentation's great; a good tune plays 
throughout the game, nice screen layout and some pretty 
graphics help. Recommended ..." 

74% 



Keep searching for those elusive funds or you'll have to wash the dishes . . . 
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help it climb steep surfaces, and 
jump, which provides you with 
extra lift as you tackle a ramp. 

But sometimes not even such 
skilful manoeuvres can save you 
from a tumble. If this is your fate, 
recover quickly, run back to your 
vehicle and remount it with at! the 
daredevil panache you can muster 
after a bone-jarring fall. 

ft you manage to complete a 
course within the time allowed, 
and with sufficient fuel remaining, 
you move on to the next viscera- 
vibrating track. 



U COMMENTS [_ 

Joysticks; Cursor, Kempstan. 
Sinclair 

Graphics: well-defined and 
reasonably colourful, but a bit 
jerky on the scrolling 
Sound: good David Whittaker 
tune with neat FX 
Options: definable keys 
Genera} rating: an amusingly 
entertaining and playable 
biking game of dubious 
testability 



Presentation 

Graphics 

Payability 65% 

Addictive qualities 59% 

OVERALL 66% 



sports hall, a chemist's and 
stationer's and, importantly, the 
guests' bedrooms. ROBOT can 
enter locked rooms only after 
finding the appropriate key. 

In some of these rooms are 
lockers that contain items useful in 
the quest for increased funding, 
ROBOT can access lockers, 
examine their contents, take and 
cany up to eight items at once 
These objects can include door 
keys, food, flour and glasses. 

Supernova first featured in 
CRASH Issues 29 and 30, as 
homegrown software. 



JMIKE L 



"1 enjoyed Supernova when it 
first came out, but now the 
poor music and graphics on 
a small playing area 
disappoint me. " 

47% 



COMMENTS 



Joystick: Kempston 
Graphics: mainly 

monochromatic but pleasantly 
attractive 

Sound: good tune 
General* rating: a refined, if 
dated, puzzle game 



Presentation 
Graphics 
Payability 
Addictive qualities 
OVERALL 



INDIANA JONES 

AND THE TEMPLE OF DOOM 



Producer: US Gold 
Retail price: E7.95 
Authors: Paragon 



The sacred Sankara Stone 
thai protects a remote 
Indian village is stolen and 
all the village children disappear. 
That's no bad thing, you might 
think - but Indiana Jones has other 
ideas in this licence of Steven 
Spielberg and George Lucas's 
massively successful 1984 film 
and the Atari coin-op, hereinafter 
referred to as IJATTOD. 




But our hero {played by Harrison 
Ford in the movie) is never a piece 
of easy meat. Wielding his faithful 
buliwhip, he can temporarily stun 
an attacking thug, slash a serpent 



► It's that whip in full, courtesy of Cameron Jones And The Darkroom Of Doom 
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Nine hapless babes have been 
imprisoned and forced to dig for 
precious stones beneath the evil 
Pankot Palace by the thuggee 
death cult In the caverns, ladders 
connect levels and narrow 
walkways lead to dista- 
Here Indy encounters a myriad of 
dangers which can take out one of 
his five lives - a kiss from a snake 
kills, thuggee cultists and their 
masters can beat Indy into oblivion 
or destroy him with a well-aimed 
shot. 



J MIKE 



" IJATTOD Is essentially dull, 
like the arcade original. I can 
understand some people 
enjoying Its simplicity, but 
that's half the reason I don't 
like it. The graphics are poor, 
with the score line difficult to 
read and the playing area 
unattractive. The odds are 
stacked against the player, 
even more than in a normal 
game -the thug guards have 
roughly the same amount of 
kill power as you, but there 
are millions more of them, 
which makes ft just a teensy 
bit tougher! " 

52% 



JbenL 



" The people responsible for 
the game plan have got one 
thing essentially wrong: 
Indiana Jones is hard, 
y'know, mean "n' butch 'n' 
muscular (he is, after all, 
played by Harrison Ford), so 
it's pretty unlikely that 
anyone he hits with his 
megadeath-dealing whip is 
going to get up again, Isn't it? 
frt*s incredibly frustrating 
having to nudge a thug guard 
off a cliff to kill him - 
whatever happened to 
violence in computer 
games? IJATTOD is good fun 
for a while, but I wouldn't 
recommend it strongly. ,f 

67% 



and crack away the locks on the 
children's cell doors. 

When all nine little darlings have 
been rescued, Indy can reach a 
tunnel that takes him deep into the 
earth, Again he must defeat the 
thuggee guards, as well as a giant 
and flitting bats. Missing rails and 
jumps can cause a derailment as 
Jones rides downward in a mine 
car that isn't even up to British Rail 
standards. 



If Indiana survives this hair- 
raising excursion he finds himself 
in the Temple Of Doom, where the 
Sankara Stone is placed 
resplendent with deadliness 
before Kali, the four-armed 
goddess of death. Jones must 
take the stone and escape with it, 
deeper into the mine's dark 
caverns where he has to recover 
another three stones and escape 
across an insubstantial rope 
bridge - just as in the film. 



JrickyL 



" The great colour and 
graphics of the arcade game 
cover up the actual 
gamepiay, but with the 
Spectrum J conversion the 
gamepiay Is the first thing 
you notice. And it's not 
impressive - the first level 
can become frustrating If 
you're not quick enough with 
the whip. IJATTOD is OK, not 
the sort of thing to rush out 
and buy but certainly worth 
trying your hand at. " 

7S% 



COMMENTS 



Joysticks: Cursor, Kempston, 

Graphics; large, mainly 
monochromatic and slig 
jerky 

Sound; no tune, reasonable FX 
General rating: a coin-op 
conversion with little gamepiay 
and some frustrating 
uities 



Presentation 68% 

Graphics 62% 

Placability 62% 

Addictive qualities 66% 

OVERALL S5% 
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HOLIDAY IN 
SUMARIA 



Producer: Pirate Software 
Retaif price: £2,99 
Author: Sarn Garforth 

With package holidays in 
vogue this month (see the 
review of Piayers's 
Supernova . . . ), here's another 
game with a moral for joyous 
travellers. 

Never, ever, EVER go on a 
package holiday with Costa 
Galactic Travel - they'll go bust 
and feave you on a place like 
Sumaria. 

That's where Sid is stranded - a 
planet under compulsory 
purchase and soon to be 
destroyed. Sidney's only chance 
of leaving this doomed world is to 
find the Grail Of Gackara and use 
it to fire up an ageing matter- 
transporter. This accumulation of 
geriatric electronics is hidden in 
one of Sumaria's castles, but the 
historic piles are populated by 
poisonous bats and mrnotaurs. If 
our troubled tounst lets them get 
too dose, they nick one of his lives. 

Sid's sole chance of Grail- 



grabbing is by making like a Blue 
Peter presenter and using objects 
he finds as he shuffles and jumps 
through the obstacle-ridden castle 
rooms. Only one item can be 
carried at a time, but this could 
give vital information about nearby 
monsters, or provide protection. A 
sword kills attackers, the cloak 
frightens them away, dropping a 
clock freezes time, andteleporters 
transport Sid to other sections of 
theSumarian kingdom. 

And there's only Sumarian 
minutes to go before the planet is 
lost - 



r 



CRITICISM 



J 



•" Well, I knew that this would 
happen - that as soon as CRL 
released 3D Gamemak&r 
(reviewed in CRASH Issue 43) 
there'd be a rush of rubbish littte 
3-D games. Here the graphics are 
thoroughly trashy, bugs appear all 
the time, gameptay is at its 
minimum, and the sound - well, 
the sound could be made by a I 




Of course, there's always Majorca instead 



orang-utan on a ZX81I And the 
character set has been defined 
into really CHUNKY letters to 
polish it all off . " 
"CK 17% 

•" This is a REALLY boring game. 
The graphics am basic forced 
perspective and (he way the 
character slows down when he 
passes behind a piece of scenery 
is unbearable. The tune is awful, 
and everything that CRL's 3D 
Gamemaker doesn't do for you 
has been done minimally. Even in 
the budget price range, you can 
do a lot better than buy this. " 
HIKE 26% 

#" What can you say about this 
type of game that hasn't already 
been written? I've seen a few 
stow and flickery games in my 
time, but Holiday In Sumaria 
takes the biscuit. Everything is 



appalling: sound, graphics, 
playabilfty, absolutely 

everything. It is utter dross. " 
PAUL 4% 




Joysticks: Cursor, Kempaton, 

Sinclair 

Graphics: poor forced 

perspective 

Sound: excruciating to the 

eardrums 

Options; definable keys 

General rating: a dreadful 3-D 

arcade adventure 
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SMASH O 



Producer: Pirate Software 
Retail price: £2.99 
Author: Eugene Morris 

udget Breakout addict 
Commander Zeplan finds 
himseff and his ship 
trapp&d in the volcano-tike world 
at a planet's core, Zeplan's only 
chance of escape is to deploy the 



Bi 



globules of boiling plasma toward 
trie strata of the planet's crust 
above. 

The separate rectangular blocks 
that make up each stratum are 
destroyed on contact with the 
plasma, and for each block 
destroyed points are awarded. 
side of the ship as a bat, moving it 
horizontally, and deflect the 



► Yw are trapped in a strange underworld, hemmed in by Breakout clones 




If the ship is moved too 
lethargically or inaccurately, the 
plasma is not deflected, and one 
of the ship's five lives is lost. 

Different blocks have different 
characteristics. Some, when hit by 
the plasma, change its size and 
speed; others alter the condition 
of the ship, tf Zeplan does not fall 
foul of their idiosyncrasies, he may 
yet progress ever upward through 
trie different levels and once more 
see the light of day. 



CRITICISM 



l 



W This certainly isn't an original 
game concept, and there isn't 
much difference between this 
version and the frrst hand-held 
game you could buy. It'd be 
difficult to recreate this ancient 
game as something exciting and 
new, but I can imagine someone 
developing basic hand-and-eye 
coordination being attracted to 
Smash Outf& smooth, colourful 
graphics. " 
BYM 17% 

•" What is this? Okay, so 
Breakout clones may be back in 
style, but one of this quality? The 
control is sluggish, the graphics 
are simplistic and dull, and 
though I thought a lot of Batty I 
rate Smash Out! as about ten 



times worse than Arkanoid. 
Boring and badly- implemented, 
it doesn't even try to be anything 
different. " 
MIKE 10% 

• " If Pirate Software keeps on 
producing dross like this, I can't 
see the new label staying in 
business for long. Smash Out! Is 
just about up to the standards of a 
bad type-in listing - but only 
because of the addition of a screen 
editor. Thru The Wall (free with a 
rubber-keyed Spectrum) looks like 
a masterpiece in technical 
achievement compared to this 
tommyrot " 
PAUL 5% 



COMMENTS 



j 



Joysticks; Cursor, Kempston, 

Sinclair 

Graphics: below-average even in 

Breakout circles 

Sound: hardly worth the effort . . . 

Options: screen editor 

Genera] rating; a done with little 

going for it 



n 
Presentation 
Graphics 
Ptayabilify 
Addictive qualities 
OVERALL 


28% 
11% 
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ELECTING DREAMS 

SOFTWARE 

Commodore 64/128 Cassette (£9,99) ond Disk (£1499) 

ZX Spectrum 46k/128k/+ (£9.99) 

Amstrad CPC Cassette (£9.99) and Disk (£14.99) 

Moil Order: Activision (UK) Ltd, Units 3 & 4 Uoyds Cfose, 

finedon Road I ndustriol Estate, Wellingborough, 

Northampton NN8 4SR. Tel; (0933) 78787 

Copyright 1987 Sega Enterprises Inc. (USA), All rights reserved. 
Electric Dreams Software. Authorised IJser. 




because points are awarded for 
every screen he completes. 

But this isn't going to be just 
another Sunday-afternoon bound 



JNICK i 



" Anyone for scrambled 
eggs? Well, if no^ don't get 
jumping too high in this 
fantastic new game from 
Code Masters, It's very 
similar to Firebird's cute 
Spiky Harold (reviewed in 
CRASH Issue 29, the 
ubiquitous indexing minion 
tells me), which had a 
hedgehog instead of an egg. 
The animation la excellent; 
the graphics am brilliant, 
with colour complementing 
them perfectly; sound is well 
used, with a good tune at the 
start and spot FX and tunes 
in the game. I can*! find 
ANYTHING nasty to say 
about Dizzy, it's just so 
addictive and neat. " 



for our eggy hero. Many creatures 
and objects are under the wizard's 
control: bats with a cruel touch 
flutter through the air, Granny 
Smiths drop from trees toward our 
hero's noggin, rickety bridges 
disintegrate underfoot and spiders 
slip down their silken threads; 
other scuttters patrol narrow 
tunnels . . . waiting, 

During his travels. Dizzy may 
discover items that he can put to 
use - but only if he can first solve 
their purpose, perhaps with the 
help of the onscreen clues. With 
such things as spades, bags of 
gold and oilcans, Dizzy can open 
up whole new vistas of exploration 
that take him further in his quest. 

When Dizzy has collected all the 



Dizzy may be a little too cute and cuddly for my liking, but 
there s a great game hidden within those small and furry folds! 
The average puzzle-solving/arcade adventure has never really 
appealed to me, so perhaps the puzzles in this one are much 
more logical- - or perhaps it's just plain easy to play. Whatever it 
is, its fab. The inlay, like most of Code Masters's, goes a little 
overboard - the word 'brilliant' appears four times. But it's true: 
Dizzy is one to have in your software collection. " 



77% 



potion's ingredients he can return 
to the large cauldron, light it, and 
throw in the ingredients and the 
empty magic potion flask. Once 
filled, the flask can be carried to 
the evil wiz and smashed next to 
him. Katmandu is then released 
from his evil powers and Dizzy can 
look to the future as a free egg, not 
a potential omelette. 



J RICKY L 



Dizzy is an appealing game with enough puzzles to keep your 
interest going for a while. The graphics are ail rather cutesy - it's 
the sort of game that provokes your mum to say 'Aw, isn't that 
sweet - though the number of things that can kill you can 
become Qutte distracting. Dizzy is a worthy product " 
72% 
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I comments! 

Joysticks: Kempston 
Graphics: very good cartoon- 
type graphics with plenty ol 
colour 

Sound: a good tune rattles 
away on the title screen but 
there are few FX 
General rating: an enjoyable 
and graphically competent 
arcade puzzle game 



raphics 
layabtfrty 
ddictive qualities 
VERALL 





\ 




"M 









A JWEDIEVAl^ 
►MflSH EM IIP. • 



•OFDEMeLlT/0^ 
& DESTRl 



m m: 



■ff-W* 



*;|!,*J 



*• 



arewswoTs nto* cbmm^eb version 



***- 





iS 



at 



a 




t 




Knights in 
■ shining armour 
wi certainty are 
not. itore like black 
hearted vJttains as your 
maraudinjybio run r Jot through courttless 
?**fhedieval iandscapesy laying to upste tortrc 

fortress, castle arar castle. Olwioos 
expect to have it all your own way , theft '\\ 
from the peasants and gentiefolh and 
masters but let that rwrt djett 



rogues on a 
Corop 



• 




CBMi 

m 

E11.99D1 

**►,■<*. awn 



of demolition and destr 
Fast moving action that 
i ng you baitfc time aftt 
AMSTflAD JpjBCTRUM 
£».91CASS^ £8.99 













J o 


H 


AN 







MICROVAL 
IUR GREAT GAMES - VOLUME 2 

icfovalue 2 toJIows on from the phenomenally 
j refeas© with the quality an 

r afue of games better than ever. 




VOLUME 2 

FOR LESS 
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EACH 
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YES PRIME 
MINISTER 



Producer: Mosaic 
Retail price: £14.95 
Authors: ODE 

After an undistinguished but 
eventful political career, Sir 
James Hacker is 
inexplicably elevated to the 
position of Prime Minister, With 
the competent (if not always 
straightforward) aid of senior civil 
servant Sir Humphrey Appleby 
and the straightforward (if not 
always competent) aid of Private 
Secretary Bernard Woolley, 
Hacker must make the most 
difficult decisions of his career. 

And in Yes Prime Minister - a 
licence from the eponymous TV 
show - you take the role of Hacker, 
ensconced in an office fu II of icons: 
a telephone (calls report crises in 
the outside world), an internal 
intercom, a teletype, an ideas box, 
memos and a diary. 

Hacker can leave his office to 
make visits to such places as the 
Foreign Office, the Cabinet Room, 
or his minions' offices - though 
they're not always in. (Those 
Whitehall lunches do drag on ... ) 




J PAUL L 



conversations, frank exchanges of 
views and wide-ranging 
discussions that he has with 
Appleby, Woolley, and other 
political colleagues such as the 
Foreign Secretary, Hacker is 
presented with sets of choices in a 
text-only format. 

Each choice represents a 
different viewpoint and each has a 
difference consequence. The 
choices Hacker makes, 'advised' 
of course by his aides, affect his 
popularity in the opinion polls. To 
check that the voters still love him. 
this blundersome political 
supremo can open his office safe 
and discover his previous day's 
rating in the polls and his present 
popularity - on these numbers 
depends Hacker's future. 



J mike L 



* When it comes to 'choice' 
games Mosaic Publishing 
has the industry sewn up, 
what with The Secret Diary Of 
Adrian Mole and The Archers 
and now Yes Prime Minister. 
They're ali the same - funny 
the first time, but then losing 
attraction. Running the 
country is all very well but 
none of the decisions you 
make In Yes Prime Minister 
have any bearing on the 
game, and I never felt In 
contact with my public - the 
action la limited to the 
confines of the very drab 
Prime Ministerial office. And 
after playing all the way 
through I didn't feel any 
compulsion to run the 
country again - especially 
not for almost £15. " 

55% 



" Yes Prime Minister doesn't 
hold the interest for long - 
after just four games I'd seen 
all the text, and though the 
rather thin humour works 
first time round things are 
very tedious thereafter. I did 
enjoy the odd parts of trie TV 
series which my overworked 
schedule allowed me to see, 
and I find the computer 
version disappointing. The 
screen display is bright and 
functional, but still looks a 
little unattractive, I'd 
recommend Yes Prime 
Minister only to fans, and then 
purely as a collectors's 
item, " 

49% 



His diary gives a list of meetings, 
and a desk dock indicates how 
near an appointment is. 
During the in-depth 



_J COMMENTS L_ 

Joysticks: Cursor, Kempston, 

Sinclair 

Graphics: excellent digitised 

faces, otherwise reasonable 

Sound: limited 

General rating: there's an 

interesting idea and some 

entertaining text here, but not 

much variety or real interaction 



Presentation 

Graphics 

Payability 

Addictive qualities 

OVERALL 56% 



► Sir James Hacker's office in Yes Prime Minister- apologies for the awful 
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SupersprinftfiQ into the sunset in Activision's latest arcade licence 



SUPERSPRINT 



Producer. Electric Dreams 
Retail price: £9.09 
Authors: Software Studios 

Tear off the L-plates. pull off 
those furry dice and put to 
sleep that nodding dog - 
you're going racing in a 
Supersprmtcat, burning rubber in 
this Activision conversion (on the 
Electric Dreams label) of an Atari 
coin-op original 

You choose from eight circuits 
of different shapes and varying 
difficulty, competing with three 
other cars over a minimum of four 
laps. 

And there's a two-player option, 
where the two players can have 
the track to themselves or face the 
further confusion of a third, 



J NICK 



•* Well, I dont know about 
THE car-racing game - the 
graphics aren't anything to 
shout about, small cars on an 
uninteresting background. 
Stilt, there is some payability 
here even though I've never 
won a game. Jumps, 
tornadoes and the odd 
helicopter give It that extra 
boost of gamepiay but I'm 
afraid it's not enough - sorry, 
Activision, this is a licence 
wasted. " 52% 



J PAUL L 



enable you to leap over obstacles. 
Random objects appear on the 
tarmac: you can drive over pads to 
Barn bonus scores, and if three or 
more golden spanners are 



41 Games like this are great fun in the arcades with people all 
around you and sound blasting out of the machine, but an 
atmosphere like that is very hard to create in the peace and quiet 
of your own home. And when the game on Its own is transplanted 
into a tiny Spectrum, problems appear. The collision-detection is 
the worst problem of all; I often found myself stuck on the side of 
the track but not actually touching anything, which is terribly 
infuriating. It goes without saying that the two-player option 
improves the game immensely, but then YOU'RE making the fun, 
not the game you paid for. Supersprint is effective up to a point 
but you can't do much with such a simple game. " 56% 



computer-controlled car. 

Constant concentration is 
essential as you steer your car 
around the tortuous comers of 
each track, accelerating over the 
tarmac. Should you collide with 
the side of the track at a slow 
speed you are merely delayed; 
pranging trackside at high speed 
causes your racing car to explode. 
A helicopter flies a new one out to 
you, but valuable time is lost. 

On some circuits there are 
underpasses which you'll have to 
drive through blind, temporary 
short cuts that only you can use {to 
gain time on your mechanical 
adversaries}, and ramps that 



J MIKE L 



" I expect Supersprint is as 
good as we're going to get in 
this genre, but if s still not 
very good. The graphics are 
small {like the arcade 
original's), and though the 
game is quite playable I 
didn't find it very addictive, 
despite good reports of the 
original. Addicts of the 
arcade game might find this 
to their taste, but it lacks a 
little something. " H% 



collected there's a bonus at the 
race's end. The bonuses Include 
extra tyre traction, power for 
greater speed, turbo acceleration 
and extra scoring potential. 

But it's not ail plain driving. Oil 
slicks can send your car into a 
spin, water slicks delay you, and 
the tornado that improbably 
patrols the course sends your car 
whirling out of control. 

When a race is over the times of 
the first three cars are given, 
complete with their fastest lap 
times. 

_J COMMENTS l_ 

Joysticks: Cursor, Kempston, 

Sinclair 

Graphics; small but colourful 

Sound: limited 

Options: choice of tracks, 

two-player option 

General rating: Supersprint is 

a reasonable conversion, but it 

lacks the excitement of the 

arcadt 






Presentation 

Graphics 

Payability 

Addictive qualities 

OVERALL 58% 
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CENTURIONS 



Producer: Reaktor 
Retail price: £7.95 
Authors: Byte Engineers 

Doc Terror is after a stock of 
Tyron-Dichromate, a 

substance that can do 
more damage to the earth and its 
ozone layer than even the heaviest 
user of underarm deodorant. 

Max, Jake and Ray are three 
mere mortals but on donning their 
Exoframe suits they become 
incredible fighting warriors - 
Centurions,, fusions of man and 
machine. And only they can stop 
the evi! Doctor's dastardly deeds. 
They begin life as powerless 
droids. but by manoeuvring itself 
onto a transformation pad a 
humble droid is changed into a 
Centurion. 

As our heroes make their way 
through the landscape 

surrounding the Weapons 
Development Centre where the 
Tyron-Dichromate is held, hordes 
of malignant creatures come after 
them, howling for their hydraulic 
fluids. With their basic blasters, the 
Centurions can destroy these alien 
thugs, adding weapon upgrades 



when they've destroyed enough 
attackers to reveal collectible 
rectangular Quants. 

Contact with an ordinary enemy 
reduces a Centurion's energy, but 
if Doc Terror himself is 
encountered and his image falls 
upon a Centurion, that warrior is 
returned to droid form. Back to the 
old transformation pad - . . 

On each level there are six keys, 
all surrounded by air, sea or land, 
and onty the Centurion with the 
capability to cross the encoding 
terrain can reach the key. When all 
keys have been collected then the 
next tevel can be reached. 

With these keys the three 
different rooms of the Weapons 
Development Centre can finally be 
entered, and there the Centurions 
can dispose of the cases of 
dangerous chemical ... by 
walking into them. 



L 



CRITICISM 



j 



• " If you want a game in which 
you can hardly see your 
character, with trashy sound 
effects and boring gamepfay. 



then rush out and buy Centurions 
today. The backgrounds cover 
up the main sprite terribly (a bit 
like Wiz . . . ), so you have to 
strain your eyes just to see 
what's going on. Reaktor games 
still have that irritating loading 
sequence and no loading 
screen, so the presentation isn't 
fantastic. Centurions is a no-go 
area. " 
MCK 30% 

• " If the TV show is anything like 
the game then I'm jolly glad I've 
never seen it. Centurions just 
doesn't work on the Spectrum; all 
the things that could go wrong 
have. The graphics use the 
weirdest masking technique I've 
seen in a long time, which makes 
the characters very hard to 
distinguish from the grassy 
background. Colour couldn't have 
been used in a more haphazard 
way - there's dash everywhere. 
And it's obvious from the outset 



that this is a straight translation 
from another machine, not at all 
customised to the- Spectrum's 
capabitiii&s, I just hope you buyers 
are more responsible about it than 
the programmers. " 
PAUL 22% 



COMMENTS 



l 



Joysticks: Kempston 
Graphics: shoddy use of colour 
over uninspiring characters 
Sound: good original spot FX but 
poor tune 

Options: definable keys 
General rating: a poor licence of 
a potentially exciting subject 



Presentation 

Graphics 24% 

Payability 26% 

Addictive qualities 
OVERALL 23% 
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WAR CARS 
(CONSTRUCTION SET) 



Producer: Firebird 
Retail price: £2,99 
Author: Clive Brooker 

Remember your days of 
model -car racing, when 
Dad trod accidentally on 
the carefully-laid track on the 
carpet, Mum thought it all made 
too much noise and the dog did 
himself irreparable intestinal 
damage by eating up a car? 

Well, forget them - now you can 
chase an opponent's vehicle 



JbenL 



"War Cars 1$ incredibly 
simple but extremely 
compelling - to begin wvrth. 
The appeal starts to wear off 
when you realise that the 
maze layout doesn't change 
once you've collected your 
six flags; it's a good thing 
there's a roadway designer 
or War Cars would get really 
boring. " 



around a racetrack, in hot pursuit 
along a series of roadways full of 
angularities and doglegs, all 
shown in bird's-eye view. 

The cars' positions are shown 
on a overall map, and the area 
immediately around you is 
displayed on a split upper screen. 

► Is this Raid Over Spaghetti Junction 
or what? 



You can block an opponent's 
route by releasing a boulder, and 
along the chaseways are flags 
which can be collected by touch 
and are worth at least 100 points 
each. 

Should the established track's 
attraction ever pall, then you can 
create up to five others by 
manipulating roadway sections on 
a design screen. 



TM 
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" War Cars has the looks, 
sounds and Ideas of the 
same author's One Man And 
His Droid and other such 
games, the only important 
difference being that here 
you can construct your own 
roads. The screen display is 
neatly set out and the roads 
overlap nicely, but the title 
screen Is a mite 
overcrowded and the 
scrolling menus make It 
worse." 

50% 




COMMENTS 



Joysticks: Kempston. Sinclair 
Graphics: jerky but dist 'i • 
Sound: good 1 28K tune, 

Options: the construction set 
is good little difficult 

General rating: an interesting 

maze/race game 



Presentation 
Graphics 
Payability 
Addictive Qualities 
OVERALL 



ACTIV ISION 

ENTERTAINMENT SOFTWARE 



TM &©1987 Bally Midway MFG.G0. 
All rights reserved. ActMsion fnc Authorised user 
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THUNDERCEPTOR 

THE FAST AND THE FURIOUS 



two games on 
one tape 

Producer; GO! 
Retail price: £7,95 
Authors: Ernieware 

This is not going to be a very 
pleasant job. Disease- 
infested spaceships are 
returning to Earth from the once 
healthy colony on Jupiter's moon, 
to. They must not be allowed to 
reach their destination and spread 
their sickness. 

fn Thund&rceptor, one of two 
games on this tape from US Gold ' s 
recently-launched label GO» r you 
command one of the craft in a fleet 
sent to destroy the colonists. Your 
multidirectional spaceflghter 

carries both Phaser and Super 
Phaser systems - the latter 
effective against large spacecraft 
- and a defensive shield. All these 
are served by a singte. limited 
power supply, and the energy 
complement of each can be 
altered . 

On encountering the ' to-fleet' , 
you are met by waves of attack 
craft varying in their 
manoeuvrability and fire power. At 
some stage large mother ships 
and fighters appear, and these 
must be hit many times with 
Phaser power, sometimes with 
unerring accuracy, before they 
succumb. Points are awarded for 
every craft destroyed. 
Meteor storms, satellites and 
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" The Ernieware 

programmers have their act 
together when Ht comes to 
designing pretty graphics, 
but their problem is knowing 
whet to do with them; 
Thunderceptor is awfully 
boring and monotonous. 
Each section contains the 
same old ships over and over 
again in slightly different 
combinations. However, the 
individual graphics are 
exceptionally well-drawn 
and used with animation to 
match. 

The Fast And The Furious is 
WEIRD; IVe seen nothing like 
it in a long time. The game 
may basically be your old 
favourite shoot- em-up, but 
the objects used are very 
strange; besides the usual 
bats and spiders there are 
also flying -carpet flights. As 
with Thunderceptor, the basic 
game construction is very 
simple and thus there's 
endless repetition. " 
Thunderceptor 51% 

The Fast And The furious 68% 
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GO! has really chosen the right name for The Fast And The 
rurious -the gameplay is so fast you don't know what you're 
doing half the time! The enemies really speed along and firing at 
them as they go by can be a problem. Apart from the sickly 
colour, the graphicsare well-defined, with some good animation 
here and there. But the spot FX aren't very good and at the start 
where you'd expect to find a tune, there are birds sinqinq 
(goodness knows why!). And though it's gurte original, \ doubt 
this game will appeal to the budding arcade player for long. 

As for Thunderceptor, IVe really had enough of all the recent 
Zynaps clones. Kecutor (reviewed last issue) was just Zvnaps 
turned through 90 degrees, and Thunderceptor is simply Zynaps 
sped up with the backgrounds teiken away. But the game is quite 
decent and the graphics are adequately detailed. Both 
the screen layout and the way the enemies move are similar to 
The Fast And The Furious; in fact you might think ft/s just the 
graphics that have been changed. " *^ 

Thunderceptor 
The Fast And The Furious 



82% 



The threat comes from outer space in Thunderceptor , , . 



_ 
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Thunderceptor has ail the feel of a well- programmed game and 
qurte a lot of playabilrty - but it doesn't tost. Despite its fast 
gameplay and large graphics, it's simply not addictive. 

«,™!!2 k r !2? re t ap J? !?S t l tit,e ror the other 9 ame on *is tape 
would be The Fast And The Furious But A Bit Unaddietiue! Again it's 
very playable for a few minutes, but once you've adjusted to the 
speed (which certainly makes the game more interesting) and 
you know the first dozen attack waves, there's very little 
compulsion to carry on. " 

Thunderceptor co*. 

The Fast And The Furious 52 % 
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wrecks also add spice to this 
space battle. 

After completing the first level, 
you can progress to the next of the 
five, receiving medals and 
promotion as you go. 

Flying by the seat of your pants on 
a magic carpet in Old Baghdad 
while working for the military is the 
name of the game in The Fast And 
The Furious, on the other side of 
the tape. 

Your first mission is to deliver 
important papers to a base on the 
other side of the -desert - but 
there's more to this silicon 
wasteland than sand, sand, more 
sand and cacti, 

Though the desert rs larger than 
the beach at Weston-super-Mare 
at low tide, the villains and 
brigands who live there seem to 
have no difficulty in finding you. 
Riding their shagpites and 
Axminsters they come at you, and 
any contact with them, or with the 
fireballs that they unleash, loses 
you stamina. 

You can return their fire - but be 
warned; you re not facing just a 
cutthroat band out to do you 
down, but also centipedes, 
dragons, bats and scorpions, any 
of which can inflict untold damage 
on even the hardiest carpeteer. 

You can collect useful items by 
flying your carpet over them, in a 
sort of reverse hoovering marked 
by icon displays. 

The objects collected, which 
include dollars, pounds, oil, 
hearts, flags, guns and musical 
notes, can be used in dealings with 
the villain's leader - he can be 
found at the end of each desert 
section. You can placate him by 
giving him the correct icons, and 
the result is a rise in your stamina 
level. 

Once your dealings with the 
despicable rogue are finished, 
leap once more onto your carpet 
to do battle on three more levels 
with more dragons, more no- 
goods and more danger. 



COMMENTS 

Joysticks: Cursor, Kempston 

teir 
Graphics; very last and quite 
colourful 

Sound: not an awful lot apart 
from a few beffs and whistles 
General rating: both are 
adequate shoot- em-ups with 
average testability 



THUNDERCEPTOR 

Presentation 79% 

Graphics 74% 

Payability 65% 

Addictive qualities 59% 
OVERALL 64% 
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► Skippy doesn't 






know what's 






hit him in the 

shape of 
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Challenger 






JohnKitts . . 
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HI and welcome to the 
CRASH back-room 
stadi um , the venue for 
tfife month's CRASH 
Challenge. The game 
is Hewson's Zymps&nd I'm 
NICK ROBERTS- HI be here 
bringing you up-to-date news of 
the Challenge as it happens. The 
Challenge has three rounds -both 
contestants play a game of 
Zynaps in each round, and the 
high score wins that round. But the 
overall champion will have to win 
two rounds , , . 

And now. white we're waiting for 
the players to arrive, a bit of 
background on today's game. 
Dominic Robinson's shooVem- 
up Zynaps was a Smash with 91 % 
Overall in Issue 42 and Mike really 
liked it. Oh, what's this . . . it's 

SKIPPY' DUNN the intrepid 
reviewer! Armed only with a tube 
of styling mousse he strides into 
the practice room and dives for a 
copy of Zynaps. 

After getting to the second level 
and saving it to disk (for future 
reference- of course) he's getting 
in a last half hour of alien-bashing 
before the equally intrepid 
Challenger JOHN KITTS arrives 

ihirtey, his home town in the 
West Midfands . . . 

and here John is now. John 
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Kitts, PBfvter, science-fiction fan 
and Zynaps-player extraordinary. 
Finally, after the poor CRA 
reviewers {accompanied by the 
indescribably intrepid Barnaby 
Page) had been waiting in the rain 
outside the bus stop for ten 
minutes, John stepped onto the 
historic tarmac of Ludlow for the 
first time. {Being a kind sort of 
person who had two friends who 
wanted their names in CRASH, 
John gave me two hellos to say, so 
hello to Ted Webb and Ben 

HS.) 

In the friendly CRASH tradition, 
the Challenger has been escorted 
through almost every public r 
in Ludlow In Skippy's desperate 
bid to find somewhere to sit and 
get John so drunk he couldn't toll 
onecontrol key fromthe next- but 
when we finally found somewhere 
a mid the last of the summer 
tourists, John ordered a triple 
sfeakwich (for superstrength) and 
Coke (which adds life, a bit like 
1 0,000 pow 

And so Skippy and John have 
prepared themselves for the 
CRASH Challenge - the quest for 
ultimate dexterity. And after a lot 
of monitor-swapping and 
computer-throwing we 
got the show on the road, and as 
the crowd roars the two 



contestants are stepping Into the 
spotlights. The battle 
commerces. 



ROUND ONE 

John has one advantage over 
Skippy - he's got the hang of 
eoflecting extra fire power (being 
an expert at the game). Row, zap, 
zap. boooml - Skippy is away. 
Armies of aliens loom up onto the 
screen and the fearless Mr Dunn 
shoots them away with his homing 
missiles- John, on the other hand, 
has by now got a target on the 
screen that enables him to almost 
treble his power against the 
enemy. 

Skippy's game suddenly 
improves, and he gets to Level 
Two with 8,1 50 points on the 
clock. This level involves dodging 

cfs by the million and 
shooting the odd alien to 
smithereens. Skippy doesn't 
seem to have very good 
coordination, though - he was 
blown up by a passing asteroid a s 
he tried to cross the screen. He 
should be good at that sort of 
thing ; he has to cross the main 
road in Ludlow on his way home! 

John hasn't been far behind In 
the race for Level Two and now 





he's got there with 7,000 after 
coMecting masses of points 
extra fire power and aliens. The 
asteroid-dodging seems to come 
naturally to John, and he's rvearing 
the end of the level with no trouble. 




► Dunn's defeat - 
another blow 
for Hie CRASH 
collective 
arrogance 



I 








lost hts last life with a shout of 
"!$%&#*#*#*SS1' 1 And John 
has entered Level Three with 
17.250 points. This level Is totally 
new to Mike, as the look on his face 
showed when he staggered over 
to John's red-hot Speccy for a 
glimpse of how Zynaps SHOULD 
be played. John's ship must have 
been indestructible as he scraped 
by the enemy mis? 

With 30,000 points put away 
and an extra life to play with , John 
seems to been his way to the top. 
But alas every good thing must 
come to an end, and John's does 
in glory, with 37,150 points to his 
name and the fact that he has 
beaten Mike Dunn In Round One. 
The scores so far are: 




ROUND TWO 

After they'dstopped forarestand 

a swig of Lilt. I finally got the two 
players back to their beeping 
computers to commence the 
second bout of JoystJek-rTpp 
rage! John doesn't seem to be 
playing as well as before (perhaps 
Skippys put something in his Utt- 
who knows?), losing his first Me at 
only 6,500 points to Skippy's 
5,100. 

But to make up for the lost life 
John is putting everything he has 
into his game, He's got to Level 
Two in hardly any time at al 
notching up 1 0,425 points. By now 
Skippy has sussed that he's goi'ng 
to lose, so he's just taken his 
pinkies off the keyboard and his 
game has ended with only a mere 
8,775 points! 

But wait - Skippy's untimely 
demise has distracted John and 
while he laughed at the juvenile 
score on Skippy's high-score 
table he lost two. yes TWO U 
(pride comes before a faH, Lloyd's 
Qrandma writes). 

John is dearly upset by the 
massive loss of life but he's 
irooping on in style. The game on 
his screen is going on and on into 
new dimensions and unknown 
levels. He's entered level Three 
with 23,400! but it hasn't lasted 
long, yes, John Kltts has fin 3 
given in with a puny score of 
23,575. 

As in the previous Challenge, 
there's no need for a third round;. 
the second-round seoresensure 
John's victory: 




- 






Well, the contestants have left the 
nng and the crowds has begun to 
disperse and go home from 

j ht's fantastic event. John 
'TheMangler' Kltts was the o 
winner and Mike ■ Gawd he's 
goodlfDu' hapless 

CRASH reviewer will have to 
practice hard next time to save our 
honour . . . And that brings us to 
the end of this CRASH Challenge 
special, so thank you for tuning in, 
I'm Nick Roberts, and look out for 
the next Challenge in Issue 48, the 
Christmas Special from cha 
CRASH. 








SMASHED 
THE 





There may have been a few exceptional occasions on which 
CRASH reviewers were thoroughly trounced by high-scoring 
Challengers, but then everyone has bad days. This time 
we're taking no chances. All the reviewers - Robin Candy, 
Mike Dunn, Richard Eddy, Nick Roberts, Mark RothweJI, Ben 
Stone and Paul Sumner - have been sent to special Joystick 
Optimum Kinetics Education training camps where they're 
already practising for Challenges far into the future. 

What we want from you is, well, someone foolhardy 
enough to challenge CRASH. Once again there's a wide 
choice of games: anything Smashed in 1»87. ('1987' is 
defined In the CRASH Challenge Act as Issues 37-46 
inclusive.) 

Just choose your game and toil us your high score; then 
the Challenge Minion takes over, picking a Challenger and a 
reviewer by processes which are far too complicated to go 
info here. 

But be warned s Challengers: the days of hapless 
reviewers are over. (They've all been issued with haps.) 



Dear CRASH Challenge Minion 

I just won't listen to reason, and with reckless 
disregard for my own safety I am challenging CRASH. 
Yes, I reckon I can beat any of your reviewers, hap for 
hap, in this game (a 1987 Smash): 



The reason I'm so confident is that I've already scored: 



So put tfiaf in your edge connector and smoke it. 



NAME ...... 

ADDRESS 



TELEPHONE NUMBER .. 
AGE 



POSTCODE 



Enter now while confidence lasts - rush this form to: CRASH 
Challenge, PO Box 10, Ludlow, Shropshire SY8 iOB. 
ff you're selected for the Challenge we'll pay your fare to 
Ludlow and back home, feed you while you're here, and quite 
possibly pull the plug out on your Spectrum while you're 
playing. 
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THE ALLTIME GREATEST "" 

PILATIONS 





An outstanding collection of the best hits from the 
best software houses. Not just a good buy be- 
cause oF Its amazing value for money, but 
also because the proceeds of all sales 
are Co be donated to the National 
Sodefcr and the Royal Scottish 
f for the Prevent 
' Cruelty to 
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BACK PACK COMPttATlOnI 
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THE NSPCC/RSSPCC 



BACK - Battle Against Cruelty to Kids. The 1 987 software industry charity promotion in support of the N5TCX « i ■: 
BACKPACK - A compilation of 1 first class software games donated free by software con , 
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SLEAZY SUMMERWEAR 



Piranha's penchant for all things 
fishy showed rtsell in this comp, 
where Darren Hanson of 
0X5 1 BN won a copy of The &g 
Sleaze, £5 Canon cinema voucher 
and membership of the Piranha 
Fin Club - by designing a watery 
wardrobe for the eponymous 
piranhas. 

Four other winners are each 
receiving a copy of TheBigSleaze 
and a £5 Canon cinema voucher. 
They are: 

Paul Wakairng, Leicestershire, LE8 OOE: 
Christophor Peercey, West Yorkshire, HD3 
4AU-, Edward Burton, Bed*. MK4S4HT: Jeff 

Fug*, Bristol, BS5 3SN. 

And 35 runners-up recaive.a copy 
of the adventure each: 

To'njc Marshall, N.Humbenida, KU16 JWJA, 
Umren Salim AtChiar, So/ray, Cfl* 3PB; 
PWSp Corbett, Works. CVS iDJt JumIh 
Rose, S.WftJen. cr-3 SAE; Stephen Ward 
Co-Oare, B«; Coihof kv« Patrick, Bcrks^ 
RG4 7HS; Duvki Binn*, C 
•HB; Le.Be Cutting. Mo Of Wight P033 
4LR; Murk Mnyfieid, flunky HPs *JB; Mark 
SlbBOn, WVodw, WFS OPF: Paw Carroll, 
TynO & Wear, NE4U 4XF; Ountel Wabuns, 
Woccestarsbira, DY12 IJS; Peter 
Robinson, Kant, CTB 4>W; Anthony 
andon, MW8 «TA; Stephen 
., »«, GL5 4PT; Alftn Walton, Lanes, 
3flW; Paul Howard, Mlcld*. EM 3N& 
NiOOla McNeills, Liverpool, LIZ 9EP; Marie 
Paten, Essex, SS6 G&J; Brett NairrMtfan, 
Sumy, RHfi SUE: Paul Tueraket, WfibdW 
9N1S 5AJ: John Alexander, Chastise, CWfi 
iLZl Michael Bums, Newcastle Upon Two. 
NE4 auj; Chris SiawarL Morseyside, L38 
4NU; Glenn Taylor, Gwynedd, NJiVbIm; 
Paul McCuHough, Co Down, Ireland, BT34 
tEE; Jemea Shephard, Ebsox. C0« 1BJi 
West Midlands. OYS 2QQ; Simon P Broder, 
Sunderland. SflS 58L; Anthony Homefray, 
Wit*, SPI ISO; Qrahem Leech, Cumbria, 
CAZ 7LZ; Mr D A Schqflalc, Staffonteriirs, 
877 2NS; AJl*.R Fernando, London, SW16 
2XL; Paul Grffnehsre. 5-Wales, CF4 &JX: 
Nfaki Harbor, Kant, B«5 SOX, 




THE VERY 

LOVELY 

ATHENA 



Ye goddesses] The eponymous 
detectable deity only had to wave 
an Ocean sports bag stuffed with 
goodies and the entries came 
down like thunderbolts. {What 
goodies?- Goodias Ed Oh, 12 
Ocean/Imagine games, including 
Athena, two T-shirts, a mug and a 
bundle of posters, - Comps 
Minion) 

Five winners get those bags in 
full: 

Mark Btecfchurst Notts, N04 20R; Mr S l 
Homaln, Witts, SK1S 2PH; Karl Anderson, 
Devon, PL2o 7AH; Simon BramhaM, Lanes, 
FYS 1RL; Ryan Bertweil, Suffolk, IP27 QJW. 

And 25 runners-up each receive a 
copy of Athena (the game, not the 



MY ARCADERETTE 




'arren Mess. Surrey, SMS 1PG; J R Martin 

SSftf'Jfi 10 ** "■* Ca««"» Cumbria, 
CA2S 6SQ; Jason Williams. Binnlnaham, 
BSS WO; Mark Fear, Berkshire, StS 7DP: 
Ian Sivertson, Liverpool 4, L4 3SF; Miohaal 
Stavana, UverpooL L18 7JS; Lae flaweMy 
West Midlands, CV3 6HT; Andrew Read, 
Suffolk, IPS 9JX; Paul Howard, Midd*. EM1 
3MS; Matthew CaHard. West Yorkshire, 
LfiaS 7NP; P C Stubbs, Staffordshlra. ST13 
88B; Lee John Smith, Herts, AL10 OJF; 
Matthew JOhnaon, Warwickshire, CV31 
1UQ; Tom Baldwin, DerbysMra, DCS 2TQ; 
Gary Clark, Central Region, FK2 SJG; R J 
SpwKer. Esse*, S47 SJH; Jon SandaL 
Sheffield, S8 SOU; Robert Benson, Derby, 
DE2 2flR; James Hoars, ainrmngham, 830 
1DL; DanJeld Watklna, Worcestershire, 
DY12 1JS; Mathow Hassall, Cheshire, CH3 
5RX; H A Hill, Uverpoor. L18 IRQ: Scott 
Fletcher, Sheffield, S3 SAT; Dave Cannon, 
Gloucester. GLS1 6LV, 



CflASH and ZZAPl alike were 
flooded with cutout srcadereltes 
answering this two-mag 
chaJlenge: to design an arcade 
console for Bubble Bobbfe. 
recently Smashed in its Speccy 
eon version by Firebird. 

The big winner was Matt Lyon 
of Hampshire RG22 5BH, who 
wins . . , a Bubble Bobbie 
machine, of course. These 25 
runners-up receive a copy of the 
game each: 

WWiem White, Hants, QUIZ 4SU; Emma 
Sharp. Lanes, PR2 4N$ Paui Tuarsiey, 
Wtt*»h»ra, S«i S 5AJ, David SerttweU, Kent, 
MS OWU: Dav<d Holme, Meraayaide, U5 
^S^'MSL"^*"- w ** 1 Midlenda, OW 
4BQ; Chns Scott, Shmpahtre, TP9 4BU; 
DenteAhmat, London.SElSaHP: Mark Ball, 
Wen Midlands, B7S 6SP; Riphard Muffing 
Wrtea, DTO 6JG; Paui Turland. Birminohem, 
B3S SSX; Paul Kkk, Norwich, MR ID SJE- 
Seott Hemaley, Scotland. KY1 2RL| DavM 
Croioar, Tyna 4 Wear, OH* BQV; Stephen 
Ward, CoClar*, Eire- Stefan Martin. Waat 
**S l »* , tP 1 "5«>Q:B«» Ewtaa, Lalcaet*-, 
LE3 1 AT; Paul Galbrallh, Tyne A W«*t, SR3 

tt'lJSf*^ Snt H& BT85 ***; Oranwn 
Randall. Kent, BR2 7DO; Kevin Payne 

t^'^f 2W: Mwcu * Wn ^ ««<«na 
R)« 3DUi Mark Watkins, Bucks, HP7 «BB; 
Adam Cbeyoe, Aberdeen, A&Z SHA; 
Stephen Soil, Manchester, M2S oflz. 
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CRASH BACK NUMBERS 

WANTED Issues: l & 2 of CRASH. Will 
swop for Outekshot v Joystick (still 
boxed). Triey must.be In good coi i 
Phone Richard on 0326 280822. 
CRASH FOR SALEcompfete set tf 
plus two CRASH binders, good condition, 
Issue 1-45 will not separate, £70 o.n.Q. 
John Clarke. 6 Kemmet Avenue, 
Sharston, Manchester, M22 4QS Phone 
Manchester 491 2726, 
COMPLETE CRASH COLLECTION Issues 
Moat in very good condition, all 
complete. £25 excluding postage. Chris 
DaVfes, 3 Fi&fds Park Am< 
Grnnt, NP9 SBG. Tef 0633 62405 
WANTED ISSUE 4 of CRASH, will pay £3 
if in good order. Rhefle Martin Craia 
tn031554 869? after 6 pm 
50 SPECTRUM MAGAZINES i! 

i User will swap 'for 
anything. MSX or will sell If you have 
anything, SAE to M Orulctehankj? 
Gfenisia Court, Rattray, Blairgowrie, 
Perthshire. Scotland, PH10 7AX 



FANZINES 

WANTED Your pokes, hints and tips for a 

new Poke M:- S . Hobbs fc 

27 Hofcop Court, Redhill, Surrey, RHl 

FANZINE tor Spectrum {48k or 128k), 
Just send 20p and an A4 SAE to Dragon's 
Roar, 9 Greenthome Close, Edgworth 
Helton. BL 7 OBL 
PLAYCHIP a fanzine in York tor readers 

. i 
4 available. Contact Jamie Tudor, 88 
Stockton Lane. Yak, Y03 OSS cr Phone 
9904 424083 
SPECTRUM TELEMAG The 

revtews, news, letters, penpal section 
personal adverts and pokes. For details 
send a SAE to Paul Dungey. Spectrum 
Tefemsg, 46 Green Lane, Penrvn 
Cornwall. TRtO 8QJ. 
WOW EPROM 3 NOW OUT! packed with 
review- 1 28k special 

adventure strips. The best ana around. 
50 pages only 70p plus stamp - from 
T Worrall, 328 The Mattings, Perrworitm 
Preston, PR1 9FO. 

48-120 USER the mag on tape, over 35 
reviews, comps etc, 80p.»r45p and you 
supply the tape. Mark Cox f 32KillinRoad. 
Darlington, CoBwhem, Di 1 3PH, 
ARTIST SEEKS COMPUTER FANZfNE in 
the Bristol or Bath area. Also willing to do 
reviews, etc. Contact Richard Pitman, 7 
ftavenswtxt. LongweH Green, , 
Avon,BS156YR. 

MICRO PHOBIA « th e m icro mag for BBC, 
Amstrad, Commodore. Atari and 
Spectrum- Send 40p to: Gerald Preston, 
5 Meadow Park, Cabus, Garstang, Lanes, 
PR3 1TA Phone 09352 5066 for ! 
now? 

FANZINE FDR ALL main micros, only 30p 

plus AS SAE. from Jonathan Morris, 187 

iSefd Road, Cheshunt, Herts, EN8 

SUB 5 out Sept 14th, Issue 6 out 

A NEW FANZ5NE called Extra, it covers 
news, reviews and lots mw? Send 4Qp 
to: Extra, IS Norton Crescent Botdock. 
Herts, SG7S6E. 

'TEXT' NEW SPECTRUM MAGAZINE 
plus tepe In one package! Only El] 
Published every two mor 

'fning tips and finished ad\i 
on tape. Robert Thomas. 7 Pen-Y-Frm 
Bach, Penmen, Anglesey, Gwynedd, 
LLS88SN. 

FANZINE HELP HOTLINE! I Will answer 
a fi y queries re-i 0436 33 1 after 5 30pm 

SPECTRUM FANZINE seeks new 
readers. Twenty pages for 
on Citizen 120O, Send 40p with an A4 
SAE Jo: KliSerbyte Chris. Newman. 24 
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Qmrch Road, Kitty Muxioe, UUcs, LE9 
9AD. 

COMING SOON Disc mag for r 
(comes on ; mote 

Intonation send 20p to: Tape Mag u.K 
22 Bridle Close, Banbury, Qxon, 0X16 
9SZ Out in December wiift 347 K 
A BROCHURE of Maps, Pokes, Complete 
Solutions Adventure Maps, Tips; Help 
Books and much much more from 5p 
costs 35p +■ S.A E 
• 'Jatmpofo 
Gtemid House, 246 Comber Road 
lisburn, teAnbim. 8127 6X2 
FOR MORE INFORMATION about the 
Number I Sinclair magazine in Australia 
contact Aospec aL 92 Irwin 
Warrington, 2760, NSW, Australia 
EPROM SPECCY MAGAZINE fssue 3 - 
f 28 special Plus t2fl, music, top reviews. 
PCWShow, Designer Reading. Look! still 
only 70p plus stamp f romfprdm, 328 The 
s.Penworther . W8FD 

HARDWARE SALES 

SPECTRUM 48K with ON/OF switch, 

face, Qulekshot Joystick, recorder 

books and 15 games. Only £50. Will also 

swap over 60 7987 games. Andrew 

i 4 Lincoln Drive, Btm. isles, LE8 
3AR. 

INTERFACE ONE, MICRODRIVE, 
MUL71FACE 128, GENIE 128. Suitable 

' or 48K Spectrum £75. Almost 
New. Tom Joyce, 137 Victoria Road, 
London. N22 4XH. Pnone 01 -683 5456. 
SPECTRUM 48K JOYSTICK INTERFACE 
ano 3ome games, all boxed £45 o.n.o 
Mite la Paul 
Garten, U Hastings street, Castle 
Doningtoo, Derbyshire, DF.72LA 
A 4RK SPECTRUM 
hammer with a Rarn Turbo J 

ce. Speed King Joystick, Tape 
Recorder, Mags and well over 50 games, 

Phone Cheltenham 41769 After 
6pm and 3sk tor Nathan Rswlinson, 
GREAT DEAL Spectrum Plus, Joystick 
Interface. Tape Recorder and over £300 
of great games. For further details 
contact Mark Easton, The Vikings, Farley 

sterham, Kent. TN16 1UB. 
TIMEX PRINTER 2040 with interface to 
fit any spectrum E12. P&P included 
C Hilton, 27 A Brooklands 
Avenue., Brmtghton, South Huntberside, 
DN20 ODrbr Phnne Brigg 52407, 



SILLY! INTERFACE ONE, microdrive£30 
Waladrive £20, Joystick + Ram Turbo 
Interface £15. ZXPrinterwith5rolls£10. 
£400 software plus 50 mags £50, Hurry 
(pieasa) Tel Torn Simmons 066G ; . 
QUICKSHOT UOYSTIGK wrth 1 1 
and rally driver for £6 o.n.o, or swap tor 
any decent game. Ask tor Ryan, after 
6pm, 0225 332756, 

SPECTRUM PLUS Tape Recorder, £1300 
worth games, air good, up id date Will 
sell tor £600 o..rt,o. Tel: 01-720 2530 
anytime before 10.30pm. A Bargain, 
SPECTRUM 48K WITH SPECOflUM 
(Drum Interface), posters, mags, joystick 
and interface £250 of software inc 

Sentinel and many more, a real 
bargln at only £1 80. Tel 09B0 70663. 
SPECTRUM 48K with DK Tnsnlcs 
keyboard attached. Also a Currah ■ t 
Unit and four games for only £fl' 
Tat. 0763 81273. 
BUY MY CHEETAH Specdrum, r 
£20.00 or a OK'Tranics keybi; 
£2O.0Q. Write to: Paul Rafterty,36 

ide GaidBos, Kilba 
Renfrewshire, Scotland. PA10 2HQ 
DATEL aECTRONICS LIGHT PEN good 
n ctions. Also 
Kernpston interface. Seil both for £10,00 
oao. Phone K^n:061 480 7893 
SPECTRUM PLUS with Box 50 input 
Issues. Kempston II Joystick, tape 
recorder, 110 games everything 

• 
BdiShi' .;;. 749714zsk for 

James 

FOR SALE SPECTRUM PLUS VTX 5000 
Modem -iter. Date Rt 

Joystick and interface £300. Software 
worth £600 plus sell for £250 oho. Jon 
Kings Porthminster Terrace, St, Ives, 
Cornwall, TR262DQ 
46K SPECTRUM w4fi Amstrad tape 
recorder • £250 worth of software and 
E4O.00 worth of Spectrum mags. The 
computer games with a tew accessories 
going tor m.QOPhone 854267 
FOR SALE 2X Printer. Never used, very 
good condition, With manual £15.00 or 
PAW or other good anginal software. Ring 
Stuart on #532 402091 outside school 
hours, (Saturday after iQa.m.) 

HARDWARE SWAP 

SWAP RAM MUSIC MACHINE for 

Multipart or Multftei 
(Wberts'oni&Sf;- 
Swindon, Witts, S.rV? / 

HOMEGROWN 
SOFTWARE 

PLATFORM GAMES FREAK i 

good homegrown platta/m games as well 

as other homegrown games 

they are decent Send derails to: Graham 

McNeill, 1S4 Ou 

Clydebank, Scotland. G81 3NQ, 



PBM 

PLAY STAR FLEET, the new P8M game. 

It's cheap and great ;ae for 

free deMs to K Howard? 7 Ate 

Awnue, ge, Cheshire, SK15 

2SP. 

GREAT SOCCER PBM We have league 

> that win money and all sorts of 
comps, for info send an SAE to- SP8M. 30 
Heron Hilt, Kendal Cumbria, LAt) 
STRIKE IT RICK! an exciting new play- by 
mail Set up anci two free turns ■ 50p. 

: r > include FtvW<nq M/WKjand 
mora. Send SAE to: P Harvey, 9 
Addinctoh Road. West Wickham. Kent 
BR4 98W. 

PENPALS 



WANTED PEN PALS around the world. 
English spoken - Many Games. Ledoyen 
Syivatn. 27 Avenue Des Ecoles. Wissous 
91320 ftanm 

WANTED PEN PAL To exchange games 
irps with, J have over 300 games. 
Write to Dave Mitchell, 19 Glanviil Roan, 
Street, Somerset, BA16 OTN 
14 YEAR OLD SPECTRUM PLUS OWNER 
seeks penpal who can hel:. 
hack and how to program m machine 
.code. Paul Tuerstey. Windeview, 

Wits, SN15 

5Af 

WANTED male or female penpal. I have 
over 200 originals please send photo a 
possible. I aii. i!o Dire Straits 

and The floss, i am 18 and on the dole. 
John Favager, 24 HmkinsRoad. Neston 

WANTED FEMALE PENPAL aqed 1 3 wito 
Speccy, Write to Fliddto 29 Elm Gwe, 
Hampr- : ttoume East Sussex 

BN229WL 

14 YEAR OLD MALE seeks to fmd female 
CAC U;; «ars old. Would atso 

itke to swap garm . copies.- 

Stuart Smith, 7 Stmthrwre Crescent, 
Womboume, Wolverhampton, WV59BD 
PEN PALS WANTEDto swap games with. 
I have got over 300 titles including 
:<-ir4Game Over. \ get new games 

Road, Street Somerset, BA16 OTN 
PEN PAL WANTED tor games swaps. 
Your list tor mine, 200 games and rising? 

J human and over 3 months old 
can write! Everyone answered 1 

18 Asftgrm Drive, BaJlyvoiane 

$aftd 
15 YEAR OLD MALE is urgently seeking 
a 14-18 female Speocy owner, ptease 
include photo when you write to Sis 

; ^. 29 Wuirtwae 
-glen, Glasgow, G73 4HE 
PEN PAL WANTED (Male or Female) 
-s old . I have tots of games 
inefudlng Tai-Psn etc. P 1 -: 
Peter Salsbury- 28 Chedington Avenue. 
Mappertey, Nottingham, NG3 5SG 
WANTED PEN PALS to Swap software 
ted in sport sims. strategy, 
write to Haydn Barker 24 Mic, 
Lane, BraithwH, Rotherham, 
Yorks S66 7AS- Now? 

SOFTWARE SALES 

FIVE NEW original adoTcoYe Spe 
games on on toroniy 

I Free details and free poke:- 
games for a stamp. Robert Burgess, t 
MfdmiieidRo< 

POKES TAPE FOR SALE contains 40 
pokes for popular games eg Paperboy, 
Ghosts and Goblins and BohbMckonly 
£1. Send now to avc+d dtesapoinbnenl 
Barry Lloyd, 100 Park Road, Charley. 
Lancashire, PR7 WY. 
KONDREOS OF GAMES FOR SALE! 
Superman £3 95, Toad Runner £4.95 Tir 
Na Nog £2.95 and Xcel £2.95. Phone 













0752 408.1 40 and asfc Barry for thn fist of 

lew once games. 

GAMES FOR SALE! Bomtos&r 

34; Njghiah;;, ,.r 21) : 

' Mfembr £2 

Htrough, 

Nnrttlfy ,{t)B 

ANTllftAB FOR SALE £A o.no. W 
Gavin Hunt, w High Street, Hook, 
Nr.Goote, NMi/mbersftfe, DW45NU 



7 HEWSON ORIGINALS Inc. Zymp$ t 

m, Exoion, Gunrunfm etc all less 
^ old. Good condition, all far 
£30 or m flacn Ring Graham Member? 
0980 52244. 

FOUR GRAPHIC ADVENTURES s« 
£2.00 each, Pete Bog, Basque Terrorists 
Fergus Fwgh spectre 

BmobaHyhod, Details fSA£ Plea 
orders WMected Software, 9 Park 
Avenue, Lytham. Lanes, FYS 500 



The CRASH Classifieds continue to pour In - if vci ir acta 
he^Sl , tP ! e WOrst e T? s to lhe worat *■*#« itusuairy does 

3 CIb«HW «i, mo9t b, ^bmKUrdc a CRASH cMMhrti ft™, w , photocopy ,1 the 
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« WRITE YOUR AD COPY IN THE BOXES, 

» £J?P 0SE A HEADING, AND SEND THIS 
i FORM (OR A 



PHOTOCOPY) TO: THE 
CLASSIFIEDS, CRASH, PO BOX 10, 
. LUDLOW, SHROPSHIRE SY8 1DB 

I WRITE AD COPY HERE 

c 







l HEADINGS (TICK ONE) 



■CRASH BACK NUMBERS 
■ (OFFERED OR WANTED) 
■FANZINES 
■HARDWARE SALES 
'HARDWARE SWAP f7 
J HARDWARE WANTED H 



HOMEGROWN SOFTWARE 

PBM 

PEN PALS ~ 

SOFTWARE SALES 

SOFTWARE SWAP ^T 

SOFTWARE WANTED ~ 

OTHER | 



FOR LIST OF CHEAP SOFTWARE sent 
SAE to K Huniiybun30 Albany Road 
Newport, Isle of Wight 

SOFTWARE SWAP 

GAMES TO swap I nave quite a number 
i'um games •.■ Inswap 

witn Spectrum own :apore 

Contact Tan Tack Hong, Btk 57, Marine 
Terrace, $08-11'/, Singapore 1544. 



I 
■ 
I 
1 

■ 
I 



SWAP OR SELL Dan Dare, Great Escape 
Bedel, Dynamite 2, Mtoronaut 
Ghosts &.Goi>. ., :v0i Fat 

Worm, and mors! Write to John, 
Tighallan, Evetix, Dornoch, SuQk 
IV25 3RD or Phone 8862 810619 
will SWAP Top Gun, Breakthrough, 
Commando or Jetpack for. Army Moves, 
Woritj Class Loader Board, Nemesis the 
WartockofHeaxsOvormeis [finteresiud 
pnoneGaiy on 0283 41079. 
GAMES TO SWAP Your fist for mine. Send 
U Mansfield Road, 
■e. Notts NG 19 9JN. 
WANTED flight sims and oth&r software 
to swap, .Aiso a Spectrum Plus owner for 
a penpal, Write to Tyrone Davies, 21 
: aveq, Dried. Wales 
SA200AD. 

SWAP HEAD OVER HEELS 
forflen^atfeor sell for £4 o.r.o. Phone 

ADVENTURE SWAP CLUB 
membership reqtifred. Just send swap 
■Ntot.atieasHQ games yc" 

the better, plus 
:or £1.00 inc. p&p !o: Wayne 
39 Lenham Garter.. 
Bolton. BL26HL 



WILL SWAP SPECTRUM GAMES with 

anyone in the world. I have around 400 

: and wilt answer any fetters. Steve 

^213J F E l ° m ' (VyMdm ' dem - 

STRATEGY GAMES WANTED for swap. 
Have many 99 g Armageddon 

Man, President, Five Sfa/ete. Sa 
Craig Ruxton, u Garden Street 
Dafrympte.Ay ^nd, KA6 6DG 

SWAP GAG, SABII FTC up to £100 of 
software for radio control tar 
(Tamtya} prefer off road Porschg, n 
in good condition. TeT Mark Senior 0226 
200177 

HUNDREDS OF GAMES TO SWAP . old 
and new. send your list for mine to: Steve 
Moore, $? Well&rs Grove, Che 
Wattham Cross, Herts, EN76HU 
SWAP ORIGINAL My Jetpe&tiQ- Crazy 
Golf for Your Hunchback HI. Wrrle to: Dene 
GJsbertz, Marktsingel 58, Ect)t.0102 vx 
Atettfirfaf^Qnftaatoriy 
JOIN THE BEST join the Super Swappers 
Club! Swap all your unwanted software. 
For more details send s.a.e lo; SS-C 
Dept.C). 27 Mansfield Road Eastwodl 
Notts. Don toe left outi" 
I HAVE MILLIONS OF GAMES to swap. 
Please send your Ust to: Mfkotei 
Christensen, Kiidevej 15, 86WSilkeborQ, 
Denmark. 

WfLL SWAP GHOSTS 'N' GOBLINS 
Sidney Affair, Super Soccer and 
Gyroscope for Exoion. Phone Steve on 
0473 729532 after 4 pm 
GAMES TO SWAP Send mi 
mine. Wanted: Bombjack 2 
Wonderboy and I've got 350 games and 
more. Paul Sfianks,57 outer Circle, 
Taunton, Somerset 



~ 



BUY DIRECT FROM THE 
MANUFACTURERS 



Fed -up with cheap, unreliable importer* 
joysticks? Then send for the 
Zipstik- tough and reliable 
and British -made frorr^aJ 
top quality materials ft 



SAVBUPTO£ 



ft I WANT A FREE CRASH CLASSIFIED! 



NAME 



- "ttie worlds taestjovstjck' - 

comes to you dliKtftom the makas 
atteicwesteverpflce. 



STANDARD VERSION £12 95 
AUTO-FIRE VERSION £14.20 

(POSTAGE * PACKING FREgi 



COMPATIBLE WFTH SPECTRUM, 

COMMOOORE/ATARI/ 

AMSTRAD HHrriotaitofireKnlonJ/M.S.X. 

and many oth er models. 

•so'^e computers rmv require 
ssufobte interface. 






1 ne superfe apsok features 
• Full 1 year guffantee 

• B-* ay mac etches for greyer sertsftrvftv. 
^peed, and precise conM for rugnerscor© 

• Rfe buttons wft genuine mere' sivtche 

• Auto-tlref3oiitv3vaw 

• Extra Jong fed forcornfort when rJiymq 

• Ssff<entr&'iing randfe mth hqh-impect ASS 

*d onto .3 siee sf>^ for extra strength 

• High-impact case wth non-siip suction cups 

• DurtttongHifetyiffl?- 



Start making those big scores yourself- send the coupon 



now. 



J ADDRESS 



POSTCODE 



To. Zipstik Offer, Pfastech Moulds , unit 6 Balme Road " 
Cleckheaton. West Yorkshire, BD194EW ba,meKOaa ' 

Sl^SSi/i, ^ c Zlpsr,k J ?V stick s - Standard version at 

w luuse cneque/P.O. for £ , made payaOle to Pfastech Moulds. 

NAME ■ ADDRESS 



TELEPHONE NUMBER 



POSTCODE 

CRASH November 1 987 
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MAIL 
ORDERl 

AND THEN THERE'S . . . 

YES, PRIME MINISTER Mosaic 
CENTURIONS Reatfor C6.40 
SUPER SPRINT Action £7.95 

AWL«jpt/orrE6.40 

THUNDERCEPTOR/THE FAST AND THE FURIOUS GO! £6.40 

flEDLfia Starlight £6.40 

OUTCAST CBL £7.20 

MYS/TflKOF THf MLF Firebird £6.40 

ACTION FORCE Virgin £6.40 

fVEWW STAff Hewson £6,40 

SAMURAI TRtLOQY Gremlin Graphics £6.40 

arr Mind Games £7,20 

MEAW 5THBW Mirror soft £6.40 

SMYSMflCRL£7.20 

MOW TOfif A COMPLETE BASTARD Virata Games £6.40 

REBEL Virgin Games £7.95 

GFL CHAMPIONSHIP FOOTBALL Gamesiar £7.99 

CHAMPIONSHIP BASKETBALL Gamester £7 .99 

CHAMPIONSHIP BASEBALL Gamestar £7,99 

GAME OVER Imagine £6.40 

WBfflD Starlight £750 

LAST MISSION US Gold £6,40 

THE FIFTH QUADRANT Bubble Bus £7.20 

THE TUBE QutcKsihra £6.40 

FLUNKY Piranha £6.40 

THE ARMAGEDDON MAN Martech £10.40 



BUDGET BREAKS 



Buy three ci .99 game» Take your pick from the 
M «toneci. m budget bundle 



Buy THREE £2.98 games 
and GET ONE C2.99 
game FREE! 



£2.99 GAMES 

WAR CAPS Firabed Silver 
HOUDA YIN SUMARM Pitste Software 
MOTOSU AO. 

ANGLEDHAUGHTS GENIUS RacK-tt 
OC£4j¥ CONQUEROR flack-ii 



£1.99 GAMES 

WHITE HEAT Code Mesttrs 

ATVSmULA TOR Code Masters 

aZJYCode Ma&iers 

PARK PATROL FirS&irtf Shw 

5WP£Wi/0M P=av3rs 

CAU MfPSrCW Pirate Software 

SMASH <H/T? Pirate Software 

MpyoflflEMaslariranK 

f.BALLi Firebird Silver 

GftlrVD PRtX SIMULATOR Cede f< 



PLEASE NOTE: thi* o**r |* tubjact only to 
the discounts detailed above; other 

discounts such as CRASH subscribers' 
extra discounts and the normal CRASH 
Mail Order bulk-buying discounts do not 
eppty to garnws soW through this oner. 

The games ato-ova were reviewed In 
leauea 43, 44, 45 or 48 of CRASH, and most 
are available, but CRASH cannot guarantee 
thai production copies ara ready yat. If in 
doubt givs Aggie (anas Carol Kinsey) a rlnfl 
on (OSS*) 5620 1d find out whether the delay 
will be longer than 28 day*, 

LAST MONTH CRASH PRINTED AN 
INCORRECT TELEPHONE NUMBER FOR 
MAN. ORDER, ORrtfMO AM INNOCENT 
LUDLOW HOUSEHOLDER TO 

DISTRACTION! PLEASE MOTE THE 
CORRECT NUMBER! (0 W4| SS20. 



SPECIAL DISCOUNT OFFER 

I would like to order the following gamers) as they're at such fab and 
groovy prices thanks to Aggie's sudden burst of generosity. I've listed 
betow what I would like and I've enclosed a cheque or postal order for 
the correct amount, made payable to NEWSFIELD LIMITED. 

Prices include postage, packing and VAT in the UK, Overseas Orders: 
please add £1 .00 per order for Europe , and £1 .50 (normal mai I) or £2.50 
(air mail) per order for aft other countnes. 

Name , ?*?* 

Address ,, v 



Postcode 



PLEASE OESIT MY VISA/ ACCESS ACCOUNT E 



I wish to pay by Visa/Access (delate as applicable) 

Signature £*piry Oat© 



Please Charge My Account No 



FULL-PRICE GAMES 



TITLE 



PRICE 



SUBTOTAL £ 



BUDGET GAMES 



TITLE 



I FREE BUDGET GAMES 



PRICE 



SUBTOTAL £ 



MAIL ORDER, PO BOX 20, LUDLOW, 
SHROPSHIRE SY81DB 



P&P included 



TOTAL - 
PAYMENT 
ENCLOSED £ 



"«*-~o» 



IN THE LAND OF THE BLIND 

THE ONE^Vm'D MAN IS KING 



"More challenging and complex than Chess" 



he Times. : : 






Spectrum £9,95 




Commodore 64/128 £9.95.: 



:••* 



**■♦ 






£14.95 



m.95 



-™ Mrc E r D ,»lf NDURAMCE CAMES UNDER LICEN CE FROM FINGER PRODUCTS LTD 
ENDURANCE GAMES UNIT 1. BA1RD ROAD. ENFIELD. MIDDLESEX. 01404 IttOOTLX 295944 
ENDURANCE GAMES IS A DIVISION OF PRISM LEISURE CORP PLC 
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Computers, symbols of the paperless world, have 
more magazines covering them than almost any 
other hobby. Besides the commercial titles which 
count their circulations in tens of thousands, 
there's a host of homegrown fanzines which 
count their success in 10p pieces. 

Old, new, borrowed r green-and -ye How like the 
old Bug- BARNABY PAGE investigates the 
Spectrum's underground press. 



liil£i!MJIl*|'iii7-llk^lJ4, 




THE RANGE ol fanzine 
•jcefring new 
eiyweelcnow, 
better -known zings, The Bug 

- 
ced by clearer 

screen shots are still very 

... 

•white g •cfion, 

■ 
and Jen* : ve their psc! l 

CfiASt I 

tti Keeping* 
' ■ ' - 

tved political 

THE BUG'S CATCHING 

Pius, wftioh was launched in June 

nvl Mortimer had 
Ihouy i : ^ars, shows 

(A5 

computer maj, though, packing 

■ . 

none:-.! of a 

I ' -- ! iiJID- 
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APPLE AND CHIPS 

Microchip 

- 
(our issues u 



i i the 
•-vftleh 

i 

•rl enough; 

a mag hevi . 

thesan J '-- 

' rrms where both I' 
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■ware 

. made. 

greal potanl 

IFREM+RAM^SUM 
THEN GOTO SUM 

vvfiashy, WEM^nr 
merged with MM 

i .vfiak 

CtfASHsysWi 

Overh. ■■ 

the Barbarlai' M 

rieadedfy than 7?tf 
; 
3 the same wh 
srns ot KJC Games's PBM game 

■ ■ 

game. 

■ 

REM/ RAM a 
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SUM, or Spectrum User 

magazine, is produced at K(ra 

■ 
1 



IN PRAISE OF LONGER 
TITLES 

After SUM Wwi you can 

Compute fit 

i ""'des 

Dutlss-. • ::tho 

trough i ' 

: 



B'WS 

•Juries aren't nearJv big e 

■ 

get 

'. reviews 

ig Twd- 

■ 

: 

the boys) 
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AS FEATURED IN 
CRASH 

FromBi ! :rA4, 

issues! the >.•: 

. 

i-.aign, 
■S&&:te<:/j'&' hasspiiie Imaginal 

■ 
fileei' 1 " 

rtngpn 
as well. 



SpectrurfH-i 

through a MiiJtrface 128, > 

■ind 
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Entertainment 

ttottse. Comet j 



hem. ; j3 - y t)ayte, >/w 
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HERE IS THE GNUS 

n is Tfco Spectrum Keyboard 

R ** /> c nly f he first (June/ 

:-suf has arrived Jro 

much for a 

■ 

some 

stick Required XK 

Alex s< 
odd coi 

-•-' (so farjl Justs 

HI, MOM, IF YOU'RE 
WATCHING 



Than*; 

Whodroppe 

The«WSh<: 

Tie Who sen. 

1 1 be one with 

types^ 

w fanzine edit 

■ - | n 

•y fanzine 
edrtors-wlthiv 



Sptcucuftr. 28 Clamriont ffoad, 
Mfc and an SAE. six issues tor f 4.00 






teoOawj torn, I 



Coufd the e*{ors ptoase ..? 
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EAST 

MEETS WEST 




Finally recovered from the shock of seeing 

the Art of Noise's new album get a mere two 
^ vnimi ^mmmmmmm n m »«»« starg - n a certa j n mus j c magazine and the 

' additional shock of a new On The Screen 
logo, MIKE 'not really very skippy and far from 

| being in the least bit mouse-like but stilt 
a^Jl unbelievably cool 'DUNN gets down to the hip 
'n ' trendy beat of this month's On The Screen, 
the section about everything except 
Spectrum screen dumps . . . 



Well, at least Alistair Garratt's picture 
of Hotel, a philosopher and a pagoda 
allowed me to prove that my 
Intelligence is vastly superior to that 
of our Managing Ed. Everyone knows 
this cool character Hotel is the 
Japanese god of wealth, and if 
Nintendo sales are anything to go by 
he's a very busy chap. Alistair hails 
from Finchfield in the West Midlands. 



' 



UNTRYSIDE VIE 



'tent that nice! ' says Hick Roberts, the man of Playing Tips fame, as he looks at 
Countryside View, 'A lot better than all those horrible Judge Dredds and all those 
other nasty violent screens," he adds grumpily. 

Nice Idyllic Countryside Pictures Which Bring Solace Into The Harsh And 
Violent Life Of A Poor Overworked And Underpaid Reviewer (who could he mean? 
- Concerned Reader) are brought to you by Alan McNamara of Oldham, 
Lancashire, Note the excellent use of colour. 



Just to spite Nick, here's a birrov 'ard fightin', also from Alan McNamara ol 
Oldham. Just goes to show you cant trust anyone ... the image takes me back 
to the days when I read Eagle and Commando. 
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Wow! It's getting dark early now, isn't ft? » mean, ifs 
1 1 .30 and the street lights are on in Ludlow's main (and 
only) street I've just finished another On The Screen all 
on my own, though next month Paul Sumner will be 
collaborating, I wonder if I might be allowed to go 
home now? 

YOU can't, of course - first you have to send your 
screens to On The Screen, CRASH, POBox 10, Ludlow, 
Shropshire SY& 1DB. If you can fit all that on your J iffy 
bag, then congrats to you. If you can fit in an SAE too, 



This one comes all the way from 
Tomar in Portugal, from a couple of 
guys called Miguel Traqulna and Rui 
Arttunes. I'm not too keen on heavy 
metal... but HI admit the 
monochromatic screen te very neat, 
with great finesse and attention to 
detail, ft' d be a perfectly good album 
cover! The Motorhead picture is 
actually made up of two separate 
screens, and the effect works 
surprisingly well. 









you'll get your tape back. 

Remember: if your entry is printed you get a full- 
colour framed and mounted screen dump courtesy of 
Rainbird, the bird behind The Advanced OCPArt 
Studio. 

If you've already had your screen printed and you 
haven't had it Rainbirdised, don't despair. Thousands 
share your problem, and Rainbird r s Clare Edgeiey is on 
the case. 

Till nex' mumf: chill out! 
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5PECTRUM 



COMMODO. 



AiWRAD 



Ocean Software Limited 
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ACTIVISION 



ENTERTAINMENT SOFTWARE 



Rarrtpag 
i j ring 

to King Kong) and a horde of marauding monsta .vay 

Itirough cities, knocking down . and killing off billions of 

?rs. 
Rampage >s set near Christmas, and tN' ewofit 

in this month's CRASH , but ft you want to be one of the first to pf ay it then 
answer the questions below and you could win the first prize; a 
compete, and very hawy, gorit-a suit to scats granny with, 

U Second prize is a gorilla head, hands and fee; p&ftdad with; 

*rd prize is -rid hands to scare mummy with; fourth 

prize is a gorilla head to scare little sis with; and fifth prize is a rubber 
""lire:: And.ofcourse,allthewinnersget 

npy of Rampage and an endless fold-out poster thrown In 



the girl who I 
Kino . 



i you think you've go was nght send them in on the b? 

banana, er. postcard or sealed envelope ak?rvg with your name an 
address lo: RAMPANT RAMPAGING MONSTERS COMP. CRASi- 
PO Box 10, Ludlow, Shropshire SYS 1DB to art! or man 

he winners will be drawn from the correct 
randomly m<i the decision of CRASH'S judges In all respects 

B they a»e picked up and thrown against the w 
monkey. 





3 DIMENSIONAL 
GRAPHICS 



SPECTRUM 

COMMODORE 

AMSTRADCPC 

Cassette £14,95 

Disc £1795 



Mitral - An abandoned Moon - An unstable Moon about to blow - A defence system set on automatic - 

Lasers that don't miss - Scanners that hunt you out. Mitral is MASSIVE 
"The 3D presentation is Spectacular" Sinclair user, "A Major Breakthrough "amstrad user. 

"A New 3 Dimensional Reality . . . WOW T crash. 
THE DRILLER EXPERIENCE - ITS JUST LIKE BEING THERE! 



1987 INCENTIVE SOFTWARE LTD, ALL RIGHTS RESERVED. { j il 9) MCU> ™ IS ATRADEMARK OF INCENTIVE SOFTWARE LTD. 
l ^ f 9^Q ti y§ 2 MINERVA HOUSE, CALLEVA PARK. ALOERMASTON, BERKSHIRE RG74QW (07356) 77288 Qd 



MERELY MANGRAM- 




Beckons in the courtyard corridor of Actfoistan's Knightmam 



THEY SAY It can be like a bad 
electric dream working for Activf- 
slon, and perhaps that's why 

,:iga 
Knlghtmam game licensed from 
the eponymous TV show. 
Knightmara, the show produced 
by AngJtaTV, Is on the ITV network 
:-d is the first fan- 
tasy adventure game to hit the 
i -ns, it's about a young adven- 
i making his way through a 
str ange world full of riddles and 
puzzles - and with luck they'll all 
be successfully translated to the 
Spectrum. 
On the computer screen, 

tmam will be presented as a 
book with pages flicking as 
player moves from location to 
location. Hoping to make big sales 
ai Christmas, Acti iteas- 

. vghfmare in Novem b<- 
:;y price of C9.39. 
The screen connection con- 

Oomark set to reveal 
Its first coin-op conversion - 
Star Wars, which has been float- 
ing around is for four 
years and finally makes it to your 
small screens In November. 

A)l three sections are included: 
the battie with the Empire Fighters 
s Deaibstar, the flight down 
the tunnels and the overland battie 
with the towers. There 
be some speech in Star Warn, and 
Domark is promising computer 
versions of The Empire Sti 
Back and Return Of The Jedi in 
1988, 

There was plenty of ; -. 
The PCW 'Show, (snaft-ting, v.. to 
snatch product or programmers 
other companies). Not five 
minutes after Firebird had snaffled 
some of Haw&on's programmers 
.'Jrietfurh follow-up 
Mcrphevs - Elite went and snaf- 
fled both Durell's new games: 
Chain Reaction and Spitfire, Elite 
doesn't know when or how It's 
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going to release them but there 
are some screen shots here. 

Chain Reaction Is set in a nuc- 
lear power station where anti- 
nuclear activists have reprog- 
rammed the station '3 robots to 
empty the containment vault 
and attack ail human staff! Now 
there are 1 8 canisters of danger- 
ous fuel rods scattered through 
the seven-storey station. You 
have 30 minutes to save the 
world - . . 

Spitfire is similar to Durelt's 
Thanatos, the dragon game of 
last Christmas, with large well- 
animated plane graphics shoot- 
ing up other pienes and the land- 
scape. More details when we 
get them. 

Jackal 'is Konamt's new eon- 
• 1 1 from its own arcade 
machine. It's a kind of Ikari War- 
riors in tanks, where either one or 
two players trundle over different 
types of terrain rescuing prisoners. 
It should be out by Christmas, 

On to Gremlin Graphics, which 
has a mountain of releases piling 
»he next few months, The 
first four to appear should be 
MASK II, Compendium. Oaflektor 
and Tour De Force, 

MASK II. coming hot on the 
tyres of MASK I (Which got 81 % 
Overall last issue), features four 
separate adventures within the 
one game. The action is divided 
into two main chal lenges . F 
you select the right team of three 
agents to continue the missions. 
each with his own specialised veh- 
icle: then come the four missions, 
cover Ing oodles of locations. 

less serious note, Gremlin 
also has Compendium, starring 
the Wink family headed up by 
Tiddly, the father. It's a selection 
of classic board games with 
twists - 'snakes and hazzards', 
with animated snakes, ludo. bingo 
(though I can't see anything funny 




Rad — — oreeieee fci? fit tret?* 



► Thermonuclear pranks in Elite's Chain Raaction 

► Domark "& Star Wars - a real star strike for your Spectrum 



V Tank you very much: Konamt's Jackal 




T Trucking along in MASK //tram Gremlin Graphics 
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The fatty Agent X hovers above a moon station in Mastertronics Agent X tl 



about those two) and an oft 
game, catch-tbe-ftying-beer- 
glass. 

But if you want tousea bit of the 
old grey matter there's always 
D&ffekior. where the idea is to 
deflect beams of light by mirrors 
and send rt through lenses to reach 
the home receiver . , . reait. 
pit dmrcuftto explain without play- 
ing the game, and because I 
haven't lea 

Amid m the racing gam^'- 
Supersprint, Grand Prix Simulator 
! fV Simulator, Gremlin has 
•:; to go with the more 
sedate sport of cycling in TourDe 



Force. The race takes you through 
we countries eer, 
backdrop and te: C h- 

the objective Is igq 

(after all, we can't have legless 
cyclists) of the race and thus con- 
tinue to the next coun 
It's not going to be all plain sail- 
\ough (w&tt, of course 
you 'rem eyefes - Edm 
you don't get kicked off by the 
other raoers there are, 
broken bottles and bales of hay ut- 
tering the course, Oh, an 
heartfelt apologies for calling it 
Tour De Farce a month c 
back . . . 



It's the revenge of the mutant planning officers in Hewson's tatatos 



I 



Making light work: Deftektor from Gremlin Graphics 











Yes, it's Samples from Virgin Games. No, it's not. II depends. 



Hewson's Impossabait prog- 
rammer John Phillips is bat 
anovcHitile offering c, 
Nsbufus. The eponymous 
Nebufus is a planet where strange 
towers have been built without 
ision, and your 
task ssto knock 'em down. 

ous ledges to climb to 
the lops of the cm.. sand 

setting off the desiruct 
mechanisms, Hewson says 
- : - rotational scrolling, with 
: ;e hidden-surface removal 
running at 25 frames per second! ' 

i. roughly translated, n 
rt s jolly good indeed. 

Question: you visit another 
Speet in* and see them 

reviewing an unfinished game. Do 
you ring CRASH and tefl us? Yes? 
No? Depends? Well, if you've pot 
scruples you do! And that's 
exactly what Virgin Games has 
got: Scruples, licensed from the 
popular board game, Scruples 
shows up your worst, or best, 

exposing them to. all v 
chums, Review soon? Yes? 
No. 

From ethics to evil, let's go to 
news of Agent X 11 Master- 
tronic's follow-up to Agent X 



(Overall 85% In Issue 37). :■ 
eponymous hero goes >rrto orbit to 
fcnd and defeat the evil Professor 
s about to unleash hJszit-ray. 
fay, logically enough, 
i; everyone break out in ter- 
minal acne - so they alt rush off to 
spend their entire life's savings on 
skin cream and within a couple of 
days bang goes tbe economy. 
And even if the economy doesn't 
collapse the evil professor v 
suddenly become Fabulously 
wealthy because he's bought up 

3 zri -cream manufactur : 
But this bounder must be Stopped 
and quickl 

So Agent X is off, entering the 
mad Profs secret stronghold 
beneath the surface of the moon, 

Three more frci i 
Laser-wheel, a bizarre shoot-'em- 
up; Level Five, another msee-type 
shc-ot-'em-up featuring squirming 
amoebas; and Renteklii Rita- an 
r cade adventure stsr- 
ring the pettiest cleaner who deals 
with vermin by jumping on th 

from what I've seen of the pre- 
view version, RentakiH Rita looks 
very promrsing, aa does the pros- 
pect of having it finis' 
time for next issue. And so am I - 
finished til! next sssue, thai 
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Coming s«sssution: here's a taste of Piranha's JuOgs dk 31ft, a shoot-'em-up 
adventure which will make a splash in CRASH. 

The eponymous judge comes from 2006 AD comic, and the game's release 
coincides with Titan Books publishing the stories of the three ?O00 AD judges 
in book form. 

So it all ties in with a special t 6-page 2000 AD comic supplement in CRASH 
issue 48, cosponsofed by CRASH, Piranha and Titan Books. It's accompanied 
by features covering Titan's place in the comics universe, other 2000 AD 
licences and so on. There'll also be a lull review of the game. 

Piranha's Judge Death will be released on the Spectrum in mid-November 
at £9.95. 



MONSTERS 
COME OUT 
OF THE 
CLOSET 



Rampage 

Activist on £9.99 



Picture this ■ . . There are these 
three monsters, probably elated 
to King Kong, Godzilla and the 
rest of the screen ensemble, 
having a real beano, stomping 
from city to city gratuitously 
knocking down skyscrapers 
and killing soldiers. The game is 
Rampage, Bally/Midway's coin- 
op soon to be released on the 
Spectrum by Activision, 

(if you re -d your CRASH from 
front to back you will have seen 
the Rampago comport page 154, 
and maybe even the cover.) 

But they're no ordinary 
monsters, of course- Activision 
never deals with ordinary 
monsters. No, these are special 
monsters, or rather people who 
were turned into monsters: 
there's George the gorilla, Lizzie 
the Godzilla-type creature and 
Ralph the 30-foot-high wolf man. 



November 



Tracking them down is a bunch 
of mean soldiers - but that's no 
problem as the monsters can 
swash or eat them (depending 
on how succulent they look, I 
suppose). 

Activision hopes that ail the 
features of the coi n-op will be in 
the Spectrum version, though 
the programmers may have 
some trouble squeezing in ail 
128 levels. As I write they're up 
to 16 backdrops and 32 foreg- 
rounds. 

But even on the Spectrum 
there's room for three players - 
one on keys, one on cursors and 
one on a Kempston joystick. 

Any objectives in the game? 
No, it's just sheer physical, 
meaningless violence. And 
that J s what the CRASH review- 
ers like to hear . . . 
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is always Sme to die! From tbftctty subway* to the gangland ghettos you will always encounter the discioles of 

*w5£hI A ^ a !^T^ w ^ 1 onoftheaf(: « iehitb y^«»riowforyourho me computer 
j With an the originaf -play features. PLAY RENEGADE... PLAY MFAN> ." 



e namst 



;-/■-.. 




n 't 3,\; f *, f 3 ;J ,« ;, ■; 



GOGGLE! 

COMING SOON TO A SCREEN 
NEARYOU... 




IF ANYBODY out there hates Eddie Murphy 
they'd better book a pfece on trie next shuttle ofi 
the planet From now till ChrMiYasywiju-siviwit 
be able to ignore the wisecracking young 
American - on the big screen is the hilarious 
BemtyHMsCopllwHh Murphy as Anel Foley, the 
holidaying Detroit cop, and CIC Video is 
rerefeas*rtg1tie or^mef Btanflsffy J¥*ffs Cojj at 
£9M Also avaiabte from CSCatthe tennerprice 
s Star Trsk-Th* Motion Picture 

Continutngtes assaul* on the Bntish pub&c, on 
November 6 Murphy drops onto video shelves 
around the cwmry : r, J7w Solder? QWW also 
Starring Charlotte Lewis- |ftr#eij. Watch out for 
seme astounding s^xii effects. 

CftS/F&x has some exciting releases, front 
John Huston's class* 1951 romantic adventure 
The African 0i*«ff (with Humphrey Bogart and 
Kaithanne Hepburn} up to present-day comedies 
such as The Cannoabitt Mm and way into the 
Mure with Star Wars 

Guild Home Video rounds ofi October with 
two interest ng titles. Duet For One stars 
everyone's favourite, Julie Andrews, as a brifcant 
wituoso concert vioJiniist who is suddenly struck 
down by rnultrpte sclerosis, a disease H 
impairs CDordSnatsoo and rnaio3& it umpossible for 
her to play. 

Guild's Nowhere To Hide sees tough guy 
Michaef Ironside [Top Gm Scanned) star 
alongside Amy Madigan ( Tme in A Lifetime] in a 
fast-moving mystery thnUer set in the US Marine 
Corps. 

films about Worid War i| are continually 
commgout in dribs and drabs, and Medusa Home 
VkJteo bases its latest release on one of Sven 
Hash's most impressive books, Wheels Of 
Terror it stars those veterans Oliver Reed and 
Eta tCarradine 
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► Stand Sy Me. now you can sit in front of it 



13 may prove to be a lucky number for RCA' 
CefcmMa in November - that's the day the 
highly-acclaimed Best Shot is released. Gene 
Hackrnan (Superman. The French Connection, 
Target) st*s h this true story about the trials and 
tribulations of a school bastetball team taken 
over by a top coSege coach. A celebrity Best Shot 
Basketball Cfcalk^earrangedby RCA/Columbia 
raised money for charity in mid-October, 

RCA/Columbia also has the hugely successful 
Stand By Me $ rather sentimental tale of 
growing up in Amer ica, on rental. And its £14,99 
tor-sale release of Ghotttmten is matched by 
the cartoon series The Real €hostbustars-\m 
volumes, at £3.99 each. 

Steven Spielberg [Close Encounters, £ J"., 
Gfmtirs, everything} is back on CK Vktoo - as 
writer of AmaiingStoriae the latest In 
compilatioo videos. The three films are alantastc 
mixture of 'wonderment, fantasy, irony and 
comedy 1 (or so this 'ere press release says]. 
They're all out on a single tape on November 20. 

Also look out for QC's Deadly Can, where 
Cheryl Ladd (TVs Crarfe's Angete) stars in the 
true story of a nurse vrtio can't cope with the 
pressur eof an intensive-care unit and reaches for 
the drug cabinet. 

Its around this time of the year the video 
industry gets togetherfor a massive nosh-qp and 
the British Video Awards, Winners this year 
include Aliens for the best film, Back To The 
FutmiQf the most-rented and best' family video 
(along win someone called Michael J Fox tor best 
ado4 and Meryl Streepfoi her rote in Out Of 
Africa. Mona Usa packed up an award for Best 
British Video. 



They're back - the CRASH video reviews. And by 
popular request we'll be trying to review more of 
the latest films on your hire shop's shelves. Just 
to make sure they ate on the shelves, we went 
down to our local video shop, Goffs in Ludlow, to 
hire them! 

Now, on with the show . . , and don't forget to 
tell us what you think. Write to Dominic Handy, 
the videos editor, at CRASH, 



FERRIS BUELLER'S DAY OFF 

CIC Video 15 

WHEN Ferns SueHer (Matthew Broderlck - War Games, Ladyhawke) takes a day 
off from school, he doesn't just stay at home watching MTV or spend a day at the 
local arcade. No, young Bueiter regards skipping school as a full-time occupation. 
But when the cutest boy In Chicago falls (supposedly) ill even the local police 
station wishes him well, he's so widely loved. 

► Jotty hooky sticks: Matthew Brodertck (right) in Ferris Buefler's Day Off 




On this particular day Ferns decides he really is going to enjoy himself, So after 
he's dragged his misanthropic best friend Cameron {Alan Ruck} from his {real} sick 
bed and got his girlfriend Stoane (Mia Sara - Legend) off school, they all set off to 
downtown Chicago in Cameron's father's Ferrari and tour the sights of America's 
second largest city. 

On Ferris'* trail are his Jealous sister Jeanle and the menacing Ed ftooney, Dean 
of Students from the local school. As Ferris Bueller himself says, ' Me moves pretty 
fast, if you don't stop and look around* you could miss it ' (a bit like CRASH- Man Ed). 

Matthew Broderic.k plays Ferris as the most supersmooth, suave and 
sophisticated person you could ever hope to meet (or be if your name's Mike D). 
As in most teen pics the hero's bedroom contains everything any teenager could 
ever want, even the link to his school's computer (left over from War Games, no 
doubt!). Mia Sara and Alan Ruck make the ideal tag-along team, and ferns Bustler's 
Day Off is one of the quickest-moving and cleverest movies I've seen in ages. You 
just mustn't miss it. 
DOMINIC HANDY 90% 

ferns Buetler has so much character, so much guts, so much audacity he can get 
away with anything the way he plays to the camera is amusing, though t guess not 
original, andthe script is welf-writtm Ferns Bueller's Day Off is brilliant, truly funny, 
a classic - I'd rate it above everything else except The Adventures 01 Buckaroo 
Banzai Across the Eighth Dimension. 
MIKE DUNN , 93% 



HOUSE II; THE SECOND STORY 

Entertainment In Video 



15 



WD THINK squeaky-clean American yuppies would know better than to inherit 
old mansions by now, there've been so many films hinting at the evil that Turks in 
i/nswept corners. 

Jesse McLaughlin doesn't; played by Arye Gross {who starred in 5ou/ JMto earlier 
Ws year) m the tedious and silly House If, he falls in love with his family's ancestral 
New England pile and >s soon beset by the usual run of poltergeists, holes in the 
fabric of time and avengers from beyond the grave 

Jess* his girlfriend Kate (La. Park L: ncoln, who sounds like a car dealership) and 
mate Chariie Jonathan Stark} disinter (decoffin) Jesse's great-great-grandfather 
Gramps (Royal Oano, who sounds like a biscuit or maybe an up-market bone china) 

JSt 22 a h Wl L d ^ W 9 ? and was ^'^ with me ma 0c skull of rmmortalrty 
w hit h the ghost who ktlled Jesse's parents was looking for, you see - sad but it 
nappens ail the time, 

Gramps is a tiresomery sentimental old zombte who refuses to die again - that's 
one o the disadvantages of having undead characters, of course, you can't Ml 'em 

™ ♦ f . o !°t 6 ^ d «? ore " artd wanders around makmg cute time-warp 
comments a la Back To The Future, 

The skull is stolen by a thing from the mists of time, which you might think is a 
Messing in disguise - end credrts? - but Jesse and Charlie dash off into the mists 
? ♦wu? rfiwe '* f , wo ? ldn " { want to spoil the mists of time for you. so suffice it 
to say that bits are stolen from Indiana Jones And The Temple Of Doom {the terr pie 
sen. and Gremlins (a load of primeval Muppets; House 2 special-effects man Chris 
Waias also worked on the Sprefberg film}. ,MW 

JS T i2l d ^? lu ? ? b3d comedy and WOfse hwror schlock. A "d consider this 
E£? US f bl S? r: ^ s JuN ^ es "ts owner immortality. (It also glows in the dark; have 
magK skulls no subtlety these days?) So why was Gramps bynetfwith it in the first 

pl9Cfi: 

And since the nasties who want the skull are still alive in the 1980s despite 
having lived hundreds of years ago, they are obviousry immortal anyway, so why 
w they need the skull? 

JSLS*!} ^'"n : John ? atzenber ger Piffie »n Cheers) as an exstential 
eiectrraan (Looks like you got some kind of alternate universe m there') and a witty 
use of sound, both as effects and as tongue-in-cheek music. • 
_And let's not be too hard on Gramps, He hits the nail on the skull quite eariy on- 
There s something special about this old house - it doesn't know fcme or space 
I would gfve it neither. ^ 

MHWUYPAGE ■ 16% 

If you're expecting a decent followup along the same lines as House mull to 
geny disappointed House II makes no pretence to being a serious eerie horror 
5L£r S™?. m °i t seriously it will ruin your enjoyment. But it's all just so 
unbelievable it is curiously humorous. 

John Ratzenoerger and Jonathan Stark add life and wit to a plot that moves 
beyond the house much more than the first: the surroundings are dank and dreary 
but the film ts lively and full of action ' 

DOMINIC HANDY ....„ g^ 



WAR ZONE 

Guild Home Video 



...15 



™ ES * i J2 m covering a fashion show in Paris, A6S TV reporter Don Stevens 
Pnstopher Waiken - The Deer Hunter, At Close Range) is dispatched J to S 

SK an imS S ° dC< * Pt * 0n: the man chBm ** t0 WW""* 

ih^nZ^fh 1 take 32& t0 b , eing made a foof of • andrs determined to learn 
f^w^ 1 ? 5 ^'"^'pbons he is manipulated and threatened by allfacttora 
each of them trying to find the REAL Yassin. When Stevens doesfiSly ca c ?S 
<•*} him Yasstn is ruthlessly gunned down m front of him . . . by PLO terror sts P 

where It doesn t matter who you kill as long as you kill someone^ut this rSSS 

struggle, betrayed and used by Beirut's many factions 

* iK2£'?£ e i ra ' **?£ E ? S t fi,m to g0 dee P behind *» ^adlines and give 
area* insight into the conflict in Lebanon. It exposes the absurdity of all the kifine 

gm the film an odd atmosphere. The feelings of the Israeli people, onToftv 




Writing the news in blood: Christopher Waiken In War Zone 



hand, come across much better than In most war moms. The vast number of 

youaTxto S!£ ***'** Z ° ne PfS5entS the 5ltU3ti0n mit and &* s 
MIKE DUNN .„„„. 
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WITCHBOARD 

Guild Home Video 15 

rXiitflSL?^ 6 h P us f- warm ' n g Party when bright spark Brandon Sinclair 
hi ^tl N ' C i 'f } dec ' de , s l° 4 f « ^ old oui^ board to contact a regular chum on 
m^^J^TS nZm& ? U $i l He 3Rd ■* «-»rifr*ndLinda (Tawny 
DaJfd " 8achebrPsm have a g00d oldfireside chat with the spirit of ten-year-old 

* S2? w tT^^" 1 L, ^ da ' s husband Jm f 10 '^ Al1en ) starts shouting abuse 
at Dawd. Next day Jim's friend gets killed on a building site. 

««r^n f i he p !. rty , L,ntf8 is st ! IJ strangely attracted to the ouija board and gets it out 
for more mystical movmgs. Unfortunately she is befriending the spirit of someone 

J2£?i2 ° *?£** \ 3 r ss ™ rderGr wh0 died nea ^ * centur^ agTTfter 
ga n ng her trust he uses b& to gain entrance into the world of the fivina 

uJ £S"k5 alth deteriorates, and Jim and Brandon recognise that the spirit 
Malfertor has made a new home in her. In a desperate attempt to get rid of trim 

Kil!fJ?^% ntriC K y ^ n£ ^ ct>ic ' Zafabeth < Kathleen Wilhci M- Things loofc" 
hn?,h ? Ufl<S when / arabe h ge^ thrown out of her window and .mpaled onfspike 

sptrit s way into the world of the living ... 
And if you believe that all that would happen in the real 1 world you've been 

? I kPP J t™, TSV™"^ C ? inCJd ! nces: but tf you so fer the ajpematural stuff 
c^wn to earth C ° UP * ^ J prefer Mmrthb « a W»'m«* 
DOMtNVC HANDY ^^ 

™^L 3 brmteakerfulof scaryjuice. dilute to taste with overused tension-bulldms 
mmc, add a pnch of the supernatural, slop ti about on a ouija board For mZ5 
or so andyouvegot light entertainment - Witchboard Worth watching >wS\ I 
£!« Iffi d rt ' ^ probab)y for **» wron 8 reasor » s? wsrcn '«e- wen. 

BEN STONE ,.„.,....., w ^?% 
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THE MISSION 

Warner Home Video M 



!J[5V id th 1 Guar3rl1 ,ndians of 18^-cen*wy South America realrse that the 
ch^e th a ei > hS C Pne ^ am ° ng them a man ^ mm '****&* 

JS^Z ^ ri fi ( ^ r€f £ y lr ^ ns " ^ francA Lieutenant's Woman) is sent from 
22£J° ^ w *>* San Carids mission above the fails after 'the resident 
5? SSSrf liS* h f^u f t edu f D at ! tfl * lndiart$ t0 ihe tMcWn «» <* the Church, 
rl A.w ^^WT*^ 1 ^ de Nif °- "» W», Part r*o films, 
m^f ' !? e £f r ^ te u' ^ Untouchables, etc), a former slave-trader and 
mercenary who after hilling his brother is fitted with remorse and must s^rve his 
penance in the Jesuit Mission if Ins soui is ever to rest 

After building strong links with the inhabitants of the forest they find the mission 
s threatened by changes in the boundary between Spam's and Portugal's colonial 
££Jki2RT ?V£ W ° n s ^ e - tradFn i Portuguese territory. A papal 
^SS^&S^T ] ^TT <Ra * McAna jW "** ™* the missions out 
ot Portuguese temtory or threaten the existence of the Jesuit order worldwide The 

flEhS 25^2** *S£ k >nt0 ,thK G ? den 0f Eden ' & the C^ra" P u * s it, Father 
dS?i!? JfiSLif* ,fttJe ™L rgrowm 1 and th * ™"*«* of the Jesuit order must 
Sf r^fLl St S *"*♦ ,he "J** " - or aband(M *■ and 3!l **ir Principles. 





Roland Joffe of The Killing Fields fame directs, and The Mission was the winner 
ot i he Palme d Or at the Cannes Film Festival and numerous other awards Even 
after a second viewing of me Mission I was emotionally drained. Though some of 
the superb photography of award-winning Chris Menges js lost In the transition to 
the small screen, the strong and involving atmosphere still exists thanks to the 
superb music of Ennio Morricone. TfteMstorris a visual and emotional experience 
culminating tn a breathtaking ending, so put aside plenty of viewing time - you'll 
need a day to recover. 
DOMINIC HANDY , , g5% 

The Mission is a brilliant film, a masterpiece in every respect Theactingis excellent 
and the story moving, fkientand exciting. It probably won't be trendy or popular 
out it deserves all the awards ft has won and more. 
MIKE DUNN p go% 



An American girl in the outback: Linda Kozlowsfti with Paul Hogan in Crocodile 



CROCODILE DUNDEE 

CBS/Fox. 



• - 15 

IF YOU haven't heard of Michael J 'Crocodile' Dundee, I suggest you now leave the 
"J; character played by Paul Hogan fTYs Anzacs) has already gone down 
Australia th *l °™ mSt * miab,e characters ever to cwri out of the 

Walkabout Creek is a small isolated town in the Northern Territory, and irke all 
SfhifSV ^ £ / 5 ch « a f acters - 0ne fe Wek Dundee, a man who, legend has it 
f Si ™1 i. te 8 l ^ n f b * a croc whi!e mm % ,n rhe out ^ck, and crawled over 
JUO miles back to cnnhsation . . , 'past the hospital and straight Into the nearest 
pup ■ 

The story reaches the earsof American journalist Sue Charlton (Linda Kozfowski] 
in Sydney: so immediately she hops in a helicopter and, for £2,500 goes lookine 

XSKSSf* t th N *T /?£ L B$faris ( ' never * ouS "» •* lf J«u ^o you'll neve? > 
come back ) - her guide Mick Dundee, 

Australian bush along the track which he crawled home - keeping a watchful eye 
on her all the way because, as Dundee puts it, 'You're a woman. You're a reporter 
You re the biggest busybody in the world. ■ And watching herself come to grips wfth 
«! ft*? 0Utb if K r f' e J s Cfiariton a ^eat idea of how to end her article Why not 
see how Crocodile Dundee copes \n New York, a human jungle? 

J2t n O e ^? etS * 0f U r Y ° rk - l D " n<tee observes: 'Imagine seven million people all 
SI k£ !? "1 tQBBtf ? r - Y fP J Ne ^ Yo * mus * be the friendliest place on Earth." 
h"?, ( .11 e5 t .5 e *?*' P rob1em s of coming to grips with a bidet, taxi drivers and 
hotel porters. Dundee also encounters hookers, junkies, tramps andtransvestltes 

Crocodife Dundee is an easily-lovable movie. The humour is very simple but 
effec^e, appealing to all ages. (The 15-rated video version rs slightly different from 
Jst en'oT C ' nema VefSi0f,: *** 8 ° eS ° m four ' ,etter word > For 8 et al1 tne fyP^ 
DOMINIC HANDY ,....., 9Q% 

An ingenious nocture of slapstick and social comedy, stunning scenery and 
backstreetseedmess l Crocedi\e Dundee is perfect The humour is iharp. yet never 
1^1 K* mm yet* mv e r dm not wen in the final reconciliation scene 
which would be sqwrmmgly sentimental in the hands of most filmmakers 

W?i2 Sf^!^*? C0 %L epi: the dlfference *e'*ee" the Austrian outback 
and the New York sidewalks, seen from both sides. We leave Australia when 
Dundee s he-n^rmshness is about to get boring, md the second half is perhaps 
tff tetter, wrth every snappy punch line and caricatured New York type sewn Into 
a fast-moving script without visible seams. 
Crocodile Dundee Is not breathtaking or terrifying or moving or even worth 

eve^gworfs ' ** "^ mtcNng ** * pUK "****■ cdmdy "*«* 
BARNABY PAfiE _ # 91% 




► BOARD OF THE KINGS 

Sw^mpmwi&M Cfamrttwmwas 'bowled over 1 by this i^s sitf bawd on <attfaqte« 
from his game, says the mater. »«^owranw5 

rtJSSl 5 ^ TJI ^^ in 1he wortd ' and rt ' slte,Mrtfll L »*w photographer Peter 
a«wnls As a HoWsy he 1 !* proOwad the limMni-cditfaa hand-cast 5fflte/te«Ss (!0Z in 
«b»i«J and went on to make ttm dress set based on Firebird's issue 40SmasH 

It ait starlet when to game got (tie better of Mm. '«D mcMng tdB««l 2BT4 of 'ne^nfikiyi 
SB S'E 1 S1W C^^f^^'^nSfinBers and s«e eyes h«iinflgott^ 

m ne tumedto Bie okter, but equafy time^eansuming, pme ot chess: it took Clements 600 
hours to make the set and 'I did get bored but I didn't jteup ', 

Each figue in the set is bssed on a SanfrW charactar. The kings are based on The SeflOnel 

onthw stackaojj^ra and ttw pa^ 

rrisnew pftass pieces seemed to HI their rate pertBcfly,' ofcsarves Clements 

m itraced ttwrnfrom pjussd screens and finrtcan^ them in cpo^ potty; tf»tmisMplei»s 

and the board are mad* from |»rtyesterre$m, '^ 

Andajtarsbt months' w«k r Clemen& j$ liangiiigontohlsurtqiieaan]8fromaoa»»-hi 

hMftnds, If a<«Mnm offend iw Hie prtes of «m oht Aomii ArcMmedes I Fnigtal juat to 
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LET'SJIG 
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From the Dawn of Time comes a Legendary 
Warrior to thrill players everywhere.... 
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4.5 bsifcion years have passed since the earth's creation. Many dominators 
have ruled in all their glory. But Time, their greatest enemy ultimately 
defeated their reign. 

And now a Dominator's reign begins Rygar, the Legendary Warrior! A 

warrior who respects one code and one code alone, the code of combat.. 

Antagonistic gladiators, reptiles, mammals, monsters, creatures of 
magic. come one, come all, come to meet the might of the fearless 
Rygar and in the words of the immortal warrior LET'S FIGHT*!! 
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CBM 64/128 SPECTRUM 
\£9.99 £14.99 £8.99 



AMSTRAD 
£9.99 £14.99 
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SCREEN SHOTS FROM AKCAOE VERSION. 

US Cold Ud., Units 2/3 Holford Way.. Hoiford, 
Birmip4ham B6 TAX. Tel: 021 356 3388 



